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lo start “The War of the L ions / 7 you must use hold strokes. Re gicides, double-crosses, 
violations or queens, good options all. Whatever your plan, once begun, a war of this magni¬ 
tude is not to he trifled with. This is a brutal con flict of epic proportions, where each hallowed victory brings 
you closer to the very heart of darkness. Battle after battle, you will command your fighting party across 
magical lands protected by hostile forces. Ifou will need the help of the bravest warriors, as well as armor, 
weapons, intricate battle plans and magical spells. Re ruthless. Re clever. Or he dead. 
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for how to ensure the biggest, baddest, meanest SOBs are on your side j 

l n hinal Fantasy Tactics,™ you are Ramza, a young squad leader and an ally of Princess Ovelia. Its up 
to you to lead an elite fighting squad of your own choosing into battle. Tou must train them to he 
powerful Black Ma ges who can cast magic spells, Summoners who can awaken terrible Leasts, Wizards, 



PlayStation and flic PlayStation logos a ire trademarks o( Sony Computer Entertainment Inc, Pinal l'antasy and Square Soft are registered trademarks of Square Co., 































Ninjas, Bards, A rckers, Tkieves and more. .1 kere are nineteen fighting classes and four kundred akilities 
to master. Il you go into ka title ill- prepared, may tke enemy make tke klood run cold from your keart. 



Vs tke ancient kistory of warfare reveals, you will survive if your kattle strategy is strong, and perisk 
if it is not. You will lead tke ckarge tkrougk impressive lands trying to gain tke kest strategic 
positions in forests, castle ramparts, swamps and valleys. You can kuy and sell equipment, kire new soldiers 
and plan glorious kattle strategies. May you conquer tke enemy or may you die trying. 





Ltd. © 1997/1998 Square Co., Lid. Knal f antasy ladies is a trademark ol Square Co., LhL © 1998 Square Co*, Luh All right s reserved. ww\v. playstaI ion*com 





















SIDENJ 
EVIL 2) 


Even More Gore 


PSM Magazini 
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Your weapons? Powerful and 
plentiful. Master the Flame 
Thrower, Grenade Launcher, 
Machine Gun anti more!-*# 


THE GAMING 


I he most anticipated gaming event of 1998 has 
arrived. Resident Evil 2 


sequel to the 
Consumer's Choice: Best PlayStation Game Overall 
t plunges horror fans into the most intense, the 
® most terrifying game experience ever crafted. 

You see evil. You hear evil. You're overwhelmed 
hy evil, as you light through hordes of 
PPP flesh-starved zombies, blood-thirsty beasts 
and other mutations of modern science. 

Will you survive the horror? 


If The 
Suspense 
Doesn't Kill 
You, Something 
Else Will. 


/ice the blood. Twice 


lo enter the Itasidmil Evil ?. Swuepskte:, complete an uHk.ial entry blank w pnnl your name, ariiirifts .irul phoitn uumliur m ;i curd ami null In < 

MCAPCOMCOmLID ID9B( l " J GAI 1 Caull.SAJNC.l9yBAM mihtl'S HI $1Ml) Ih SlUtTJ I LVIl ks n hndei 







"Somebody 



ch Me, 
nk I'm 
In Heaven 

a Gameplayers 



Splatter entrails all oyer f ////fjr_ 
Racoon City. Inflict grotesque 


wound effects on the undead. 


EVENT OF 1998. 


even Comes ceo 









Win a part in 
the upcoming 

Resident Evil movie, or dozens 
of other killer prizes! No purchase 
necessary. To dig up further 
details , visit our website at 
www.capcom.com or wherever 
Resident Evil 2 is sold. 


A mysterious virus has 
mutated the local inhabitants 
into flesh-eating monsters, 
hell-bent on snacking on your 

still-warm spleen. 


- Game Informer 
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They're Here! 

Resident Evil 2 And The 
Official Strategy Guide! 


stoitmaiti 


Play the online Resident Evil 2 game 
at www.residentevil2.com 


floyStaricHi 


475 Qakmead Parkway. Sunnyvale. CA 94086. One entry per person. No mechanically reproduced entries. Entries must be received by April 1,1998. Void where prohibited, 
trademark of CAPCOM., LTD. PlayStation and the PlayStation logo are trademarks ol Sony Computer Entertainment Inc. 


- GameFan 

"An Intense And 
Horrific Adventure 
That Chills The Spine." 
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- news:> pl4 

Don Traeger developments. GT and Microprase split. Craft 
Comics, I.D00.D00 Final Fantasy Vll's sold. Editors unite, NG4 
sells poorly in Japan, Fox gets sports and Capcom loves kids. 

Executes p22 

More codes from the deepest depths of our mail bag. 

E treme awards '97: p30 

Place your eyeballs upon these, the greatest games of '97. 

E clusive:> p34 

A first look at the next VR Baseball from Interplay and an 
excellent conversation with Robb Alvey, producer of WarGames. 

E. pecting:> p38 

The first glimpse of ’98 s hottest games. 

B tremE:> p44 

Resident Evil Z scares the huhjeezits off Greg. 

EXrated:> p50 

Check out the latest scares on the latest games. 

,:Xamine:> p72 

A walkthrough for the hardest level of Tomb Raider 2. 


E D I T °r r a I M A B L L I N G S 

If you’re a regular reader, you’re probably wondering where the heck Dave went. Well, unbelievable 
as it is may seem, after almost two-and-a-half years of writing the editorial every month, Dave's 
finally ran out of things to talk about. Now, if you know Dave as well as we do, around the office, 
this is a rare occasion indeed. So, in order to capitalize on this once in a lifetime phenomenon, 
i quickly jumped in and have occupied this space for some of my thoughts for a change. If 
you don’t know me, I've been the Editor-In-Chief of this magazine for quite some time and 
have a long-term love affair with video games. Like most hard-core gaming enthusiasts, I’ve 
been playing since the get-go, and frequently pull out my old systems every once in a while 
for a trip down memory lane (although, that's getting less and less necessary with the wealth 
of "classic' 1 retro-collections being released for home consoles, as well as the amazing number 
of emulators that are available on the internet). 

Now that the holiday season has come and gone. I’m sure there are many of you sitting 
around with that holiday cash burning a hole in your pocket. Generally, the first and second 
quarter of the new year is known as the "dry season" for video games, as most of the companies 
have blown out their big titles for the Christmas rush and have little or nothing to show, until 
Eater in the year while they scramble to develop new product. Luckily, 1998 is shaping up to be 
an exception, with more than a few potentially AAA titles shipping early-on in the new year. 
Off the top of my head I can think of more than a few that will be worth every penny you’ll spend: 
games like Capcom's Resident Evil 2, Crystal Dynamics/ Midway’s Gex: Enter the Gecko, Namco's 
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Tekken 3, Sony’s Blasto, Eidos Ninja and Fox Interactive's Alien Resurrection promise to keep 
gamer's thumbs glued to their pads well into the summer. And, let’s not forget the bounty 
that will be revealed, like always, at this year's upcoming E3. It really isn't that far away. 

As you can see from the cover, this issue presents our second annual EXTREME Awards. The 
votes have all been tabulated and the results are in. While there are no big surprises this 
year, picking just one game in each category to win the top slot was an especially difficult 
task for everyone. There are just too many great games out there to choose from. 

As to the changes Dave alluded to in last issue's editorial, look no further than our new EXAMINE 
section, toward the back of the issue, to see that they are already taking place. This new section 
is dedicated to in-depth strategies, walk-throughs and tips for some of the tougher games you'll 
currently be playing. If there is a certain game you're stumped on, or need the complete move 
lists to your favorite fighting game, this is where you’ll find them. 


— Well, that's about it for now, enjoy the issue and well see you in 3D. 





GREG 
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CAUTION 


Tec mo 
R&D, the 

■H^ reseorch arm 
of a leading 
game manufacturer, 
recently stumbled 
upon an astounding 
discovery: the presence 

i in all CDs. 


Men: ci m < 
I !■ <J«cM. 


of cyber monsters 

v According to a source at 

Tecmo, "We were analyzing 
CD technology when we 
came across some interesting 
coding imbedded in the 
inactive segment of a CD. 
Ml i Initially we oelieved this to 

be an isolated case, but 

.., . *# further investigation proved 

this to be common among all 

ll*l CDs, regardless of their purpose. 

^ Even music and PC CDs contain 

Tecmo is uncertain of the original 

I intention of these codes, but does confirm 

gi MiWHH' ; . that they mirror human genetic coding, and that 

- .". every CD produced contains a unique set. It is rumored 

that CD manufacturers nave conspired to imbed these hidden codes. An 
investigation is currently underway. 

In order to facilitate further testing of the cyber creatures, Tecmo has developed a 
^ safe environment that can be reconstructed with the PlayStation™ console. The virtual 
environment allows the user to release these dormant 'cyber-monsters' into a controlled 
environment for testing. Insiders at Tecmo jokingly refer to the environment as the 'Monste 
Ranch,' and to themselves as 'Monster Ranchers.' The virtual environment has recently 
passed federal saftey guidelines, and will be available over-the-counter this fall. 

l "We don't want to alarm the public, but we do recommend caution when using any 
\ CD," a Tecmo spokesperson warned. 


10 7J15 


Monster Rancher tv ©1997 Tecmo Ltd TECMO^ is a registered trademark of Tecmo, Inc. For additional information 
on this product, cad 1-800-771-3772 for game rating information. PlayStation and the PlayStation logos are 
trademarks of Sony Computer Entertainment Inc. TECMO 19260 S. Van Ness Avenue, Torrance, CA 90501. 
Phone (310)767-2900 Fax (310) 787-3131. Visit Tecmo at www.tecmo.eo.jp. 
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Hot Soundtrack 

Featuring The Music Of 

Orbital 


Younger 28's 


at Arww.accolade.com 

TO ORDER DIRECT CALL 1.800.245.7744 


Available November '97 For Sony PlayStation and PC CD-ROM 
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Dear PSExtreme, 


During the intro of your magazine by Dave, he 
mentioned that there were only 5 games that your 
magazine has given a Platinum Rating (98%-100%). 
But when I was going through some of my older 
magazines I found all these games with a Platinum 
Rating: 

1. Tomb Raider 

3. NFL Gameday 97 

3. NCAA Gamebreaker 

4. Tekken 3 

5. Crash Bandicoot 

6. NHL Face Off 97 

7. Rage Racer 

8. Soul Blade 

9. Final Fantasy VII 

10, NFL Gameday 98 

11. Resident Evil: Director's Cut 

And those were just from a couple of old magazines 
I had. I'm pretty sure that there are even more 
than that. Will you please tell me if Dave was 
mistaken or if there was something that I didn't 
catch in his article. 

Thanks 

Justin Friesner 

We wereJUBt seeing 1 if you were paying attention. 


Dear PSExtreme, 

I am Edgardo Perez from Puerto Rico. I am a 
volleyball fan and there is no single game about 
that sport. I want to know why developers do 
not try to make a game of volleyball using AVP 
players. I like sports titles but there is no game 
about that sport that I practice. I like Dig and Spike 
Volleyball for the SNES but I think PlayStation could 
do a much better game if they want to try making 
a volleyball game. I would like to see a volleyball 
game similar to FIFA 97 that you can play indoors 
and outdoors (beach volleyball using AVP players 
and court players using Olympic teams). 

Edgardo Perez 

We have heard some rumors, so keep your fingers 
crossed. 

Dear PSExtreme, 

Could you answer these questions? 

1, The PlayStation’s instruction book says that you 
don’t have to turn off the power when changing 
games, but the games’ instruction books say always 
have the power off before inserting a game. So, 
which one is right? 

3.1 saw a memory card that said it has 130 blocks 
of compressed memory. What does compressed 
mean? 

3. Will Tecmo be coming out with another football 
game? 

Your magazine is great, 

Robby Ludwig 

1 . Our “unofficial” answer is that you can leave 
the power on when changing games, using the reset 
button to load the new game. For controllers and 


anything else that plugs Into the PlayStation, 
however, you should turn the power off. 

3. When they say compressed, they mean taking 
a larger amount of data and fitting it Into a smaller 
amount of memory. This is done by looking for 
patterns in the data and using abbreviations to 
store it. For Instance, if you had a chunk of data 
that was, say, 0101010101010000000000, instead 
of saving that exact sequence to the memory card, 
they could save 6x01, 6x00. 

3. Yes, but we’ll deny we told you so. 

Dear people at PSExtreme, 

When I picked up my December issue of your mag, 
I was not sure if it was your mag or a major typo 
in the title of Playboy. Well that was actually more 
of my mother’s view but I was reluctant to buy the 
issue any way. I think that cover is inappropriate. 
Did Zach come up with the cover or are you all 
pigs? That brings up another point, Zach is very 
immature and too susceptible to hormones. I can 
only bring out one example because I have lost the 
November issue in my parents bedroom. In the 
September issue, in the battle screen shots around 
the review or the EXrating of Final Fantasy VH the 
names Spanky and Smoochie. Smoochie is very 
sexist and Spanky is just plain sick. 

A 13 year old kid writing to his favorite 
magazine using his dad’s email address, 

Peter Cykana 

Spanky sick PP You 're obviously too young to 
remember the Little Rascals. Smooohle is an 
affectionate term, not a sexist term. We felt the 
cover was very appropriate. We work hand, every 
month, to make sure our magazine is accessible to 
ALL of our readers. 

Dear PSExtreme, 

I wish to have a PlayStation but it's so expensive. 
Where can I get a Playstation at a very low price 
or for free? 

Thanks, 

Erica 

We heard a rumor that, if you started a web site 
and reviewed a PlayStation game, Sony would sand 
you everything you want for free. Some friends of 
ours tried to do that but ah they got was a bunch 
of e-mail from porno companies asking for their 
credit card numbers so they can get free 
memberships. 

Dear PSExtreme, 

1 have been receiving this mag for over 6 months 
now. I think it is great. I have a question about a 
game I recently rented. 

The game is “Magic the Gathering: BattieMage”. I 
thought the game was pretty good. But, none of 
the mags I own review or even speak of this game. 
When did this game first come out? Did you review 
it? If so, when? And finally, what did you rate it? 

Thank you, 

J.D. Koziarski 


There are certain instances whan a game company 
will ship a game straight to retail before sending 
it out to the press for review. Most oases, this 
means the game is no good and the 
developer/publisher didn’t want any negative 
reviews huAlng their initial sales. That is the reason 
we didn’t review Magic. All the space for reviews 
had been allotted by the time the game did arrive, 
and now that we do have space for It, it’s way 
too old to be of much help. The game was released 
around October 1997. 

Dear PSExtreme, 

Pm getting pissed at all these N64 owners out there 
saying that PSX will die in 98! I don't see how it 
will die in 98 since it has a better Christmas lineup, 
and it is number one in the world. People E-mail 
me saying PSX has no 98 line up and that the N64' s 
line up will blow the PSX away for good. They keep 
bragging about the 64DD saying it will change 
the face of video gaming forever. Someone E-Mailed 
me and said that Nintendo is working on a system 
that is 500MHz. I don't believe him. He also said 
that it will be released in 99. Don't believe that 
either since N64 was released in 1996. And he said 
that Next Generation interviewed Sony and Sony 
said they had no plans for another system. But 
enough about that. I have a few questions for you. 
1.) Do you have any specs on the PSX-3? If you do 
what are they? 

3.) How long until PSX dies? I hope A LONG time. 
I love the system. 

3. ) I read that PSX-3 will be backward compatible. 
Is this true? 

4. ) This isn't really a question this is more a fact. 
PSX has sold 1 million units in 38 days. 

5. ) Who really has a better Christmas line up and 
a better 98 line up? PSX or N64? 

6. ) Where is SanFrancisco Rush?!?!? I have been 
waiting for it for PSX FOREVER! If you have any 
news on it PLEASE tell me! 

7. ) Any word from Sony on a Twisted Metal 3 or 
a Warhawk 2? Since SingleTrac is no more. Because 
I loved Twisted Metal and I loved Warhawk more, 
and the last one.... 

8. ) DO YOU GUYS MAKE UP LETTERS? 

Nd4sped2 

We also started getting letters from people saying 
good things about Nintendo and bad things about 
Sony, so we sent their addresses to the porno 

companies so they could get free memberships with 
their credit cards. Now that they all have free 
memberships, they don’t bother us anymore. 

1) Yes, we had them, but we lost them. 

3) Three years, two months, 6 days, 3:30 AM. 

3) No. Discs will spin forward, Just like PSX-1 . 

4) Gooll 

6) PSX 

6) They are busy making It better then the N64 
version to prove, once and for all, that PSX rules. 

7) They are part of the 1998 lineup. 

8) Only the ones that say bad stuff about us. 

A.cidr&ss all mail to: 

J&IZJVUkXI* 

Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
e-mail: d5@quake.net 
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Have you ever done it in the water? Are you any good on the billiards table? Do 
you find the backyard enticing? With over 40 unusual overhead courses, Micro 
Machines® V3 will change your perspective on racing. And because it's a true 
gamer's game, the tracks are short enough to remember, but extreme enough to 
repeatedly excite the experienced player But don't worry - even the first time's 
good with Micro Machines V3. It's time to do it where you've only imagined 
before, with up to seven of your closest friends. 

© Copyright 1397 The Cremasters Software Company Limited. ( p Oodemasier$ - ) All Rights Reserved. Codemasters™ is a trademark owned by Codemasters Limited. Developed by 
Coctemasters and exclusively distributed under license in North America and Swth America by Midway Home Entertainment Inc. Micro Machines® is a registered trademark owned by 
Galoot* Toys, inc, Midway Home Entertainment Inc. is using the Irademark for this product pursuant to a licence, Midway Heme Entertainment Inc. is rot affiliated with Galcxjb Toys, Inc. 

©1397 Midway Home Entertainment Inc. Midway is a trademark ol Midway Games Inc, PlayStation and the PlayStation logos are trademarks ol Sony Computer Entertainment Inc, 5241 -97 


Codemasters 


PlayStation 





















































PI ay Milt ion 


a 

o 

on 


“J" jTl 

"5. O 
3? O ^ 
■>* n 

3 H- 

r~* 

c fa 
", 


o =J 

3 a 


o 

v£> 

Ut 


r> 3 

o 9 5 

C rtf C 
3 *_i c* 

Cl. CD 

fl> 9 * 

3 3 -T 

if cr -S. 

X 1 -M 
** E rt 
O Cl 
1 rp tx 
il/s -s fa 

o ' 

*3 " 

^ “ 00 
n ^ ~ 
9 r> ra 

J -ii SJ 

-g O ^ 

5 " * 

5 § O 

m cl 

5 =~ =r 

o m y 

5 m “O 

g 3 w 

f> cs 
3 * 

r-f (fl 


! Inset photo (above): Without wording, 

i 

! tea time becomes TRII time. 


EIDOS 

1 N T E R A o flvE 

You've been warned. 


c* 3 i 

































































FOX SPORTS + FOX INTERACTIVE 
: FOX SPORTS INTERACTIVE 


FOX Interactive has teamed up with FOX Sports to 
create a sports game franchise called FOX Sports 
Interactive. According to FOX Sports executive VP, 
Tracy Dolgin, "This is the perfect way to extend the 
dominance of the FOX Sports brand... and now we 
can bring these powerful assets to bear on the lucrative 
video game market. The combination of that powerful 
branding with outstanding gameplay will produce 
the next generation of sports video games.” It looks 
like it will be up to UK developer Gremlin (VR Golf 
L 97 and VR Soccer—both published by Interplay) to 
push POX Sports into the “next generation”, as they’ve 
been given the responsibility of creating the first four 
titles. The first game we can expect to see (in late 
‘98) will be a hockey game with the NHL license, and 
then golf, tennis, and soccer titles after that. Gremlin 
has been producing these titles in Europe under 
the “Actua Sports" label, and has had quite a bit of 
success across the pond. Only time will tell if they 
can compete in the states against heavyweights 
like Sony, EA Sports, Acclaim, Kbnami, and Interplay. 
One thing’s for sure, there won’t be any shortage 
of sports games! 


the most popular American RPG of all time by a huge 
margin. Andrew House, vice president of marketing 
for Sony Computer Entertainment America: "Final 
Fantasy VII's success in North America has surpassed 
our original sales expectations and, with the holidays 
steadily approaching, this is only the beginning. 
We knew the anticipated strength of the Final Fantasy 
franchise was going to reach a broad audience of both 
epic adventure enthusiasts and traditional fans of 
the series but, the sales success reported from our 
retailers to date is proving that an expansive variety 
of videogame players are buying Final Fantasy vn," 

EDITORS JOIN TOGETHER TO 
NAME "TOP TEN PLAYSTATION 
PICKS" 


Sony Computer Entertainment America surveyed 
the editors of nine videogame magazines—Diehard 
Gamefan, EGM, Game Informer, GamePro, Next 
Generation, PSExtreme (yay!), PSM, The Official 
PlayStation Magazine (OPSM), Ultra Game Players 
—and asked them to name their" Top Ten PlayStation 
Picks." 35 games received votes, but here' s the cream 
of the crop (with number of votes in parentheses): 


DT PRODUCTIONS PLAYING 
THE FIELD 


Don Traeger, the co-founder of EA Sports and an 
EA employee for over 15 years, recently formed 
his own development house, DT Productions. Already, 
he has agreed to a publishing deal with Sony, along 
with forming alliances with computer-graphics giant 
3Dfx and his former bosses at Electronic Arts. 
Traeger won 1 1 reveal his company 1 s first game until 
Sony officially announces it — they're distributing 
both the PC and PlayStation versions — but will 
mention that it’s an "action sports" game. Among 
the many titles Traeger worked on during his EA 
tenure: Moto Racer, One-on-One: Jordan vs. Bird, PGA 
Tour Golf and Skate or Die. Other than Traeger himself, 
DT's biggest star is Dennis Harper, who has a slew 
of Atari Games coin-ops under his belt: Primal Rage, 
Return of the Jedi and Toobin'. DT is in the midst 
of snagging programmers and artists. 

GT INTERACTIVE AND 
MICROPROSE CALL OFF THE 
WEDDING 


GT Interactive, whose stocks had been slowly but 
continuously going down since they announced plans 
to merge with MicroProse, decided to abort the mission, 
although the two companies have agreed to continue 
working together. MicroProse CEO Stephen Race 
(former head of Sony Computer Entertainment 
America, you may recall): "Despite the significant 
but short-term dislocations caused by the abandoned 
merger plan, we remain extremely positive about 
fiscal 1999 and our outlook as an independent 
company..The completed merger would have made 
GT Interactive the second-largest software company 
in the U.S. behind Electronic Arts. 

LARA CROFT FUNNY PAGES 


The " star" of Tomb Raider and Tomb Raider II is 
making a crossover appearance with Witchblade, a 
similarly buff and busty comic-book heroine who 
stars in her own comic series from Top Cow 
Productions (love the name — Marvel, DC, Top Cow). 
The one-shot book takes place in the Top Cow 
" universe" and delves into Croft 1 s pre-gaming past. 
The comic will only be available through mail order 
and Top Cow's website at http://www.topcow.com 
for the low, low price of $3.95. (Remember when 
comics cost fifty friggin' cents?) 

SONY SELLS A MILLION 
FANTASIES 

Sony announced that they've sold a million copies 
of Final Fantasy VII in the U.S. to date, making it 


1. Tomb Raider II (9) 

2. [tie] Crash Bandicoot 2 (8) 

NFL GameDay 98 (8) 

4. [tie) Final Fantasy VII (7) 

Street Fighter EX Plus Alpha (7) 

6. [tie] Castlevania (5) 

Colony Wars (5) 

8. [tie) Madden NFL 98 (4) 

Oddworld: Abe's Odyssey (4) 

Parappa the Rapper (4) 

A very solid list overall.,, interesting how it (mostly) 
agrees with our Holiday Buyer’s Guide (see last issue) 
and our 1997 EXTREME Awards, 


PLAYSTATION SMUSHES THE 
NINTENDO 64 LIKE A GRAPE 
IN JAPAN 


Two Japanese magazines are reporting that 
the PlayStation is outselling the N64 hy a huge 
margin. Famitsu says it 1 s ten PlayStations 
for every N64, while TV Gamer estimates it 
at about three-to-one. Either way, the only thing 
buoying the big N in the Japanese market — 
where they 1 re running behind the Sega Saturn, 
for cryin 1 out loud—is the sales phenomenon 
otherwise known as the Game Boy. 



WISHES DO COME TRUE 

Capcom Entertainment and 
the Make-a-Wish Foundation 
made the wish of Joey, an 
eight-year-old Mega Man fan 
from Ohio, come true. Joey, 
afflicted with a life-threatening 
form of cancer, visited the 
Capcom offices to wallow in 
everything Mega Man. From 
the moment he arrived at Capcom's Sunnyvale, 
California offices in a stretch Brno, Joey was the center 
of everyone's attention. 

" Everyone at Capcom was really excited about Joey 1 s 
visit," said Bill Gardner, president of Capcom 
Entertainment. "This was a heart-felt experience 
that touched everyone involved, both from our office 
here and in Japan. In a time where violence in video 
games seems to take the center stage, it's nice to 
show the world the positive side to video gaming. 
Joey is a young man Capcom will not forget." 
Among the highlights of the day: Joey had a photo 
session with a 12-foot-high Mega Man statue; played 
Mega Man Neo, Capcom's upcoming 3D Mega Man 
title; received a tour of Capcom Digital Studios to see 
how a game is made; had his face digitally composed 
onto the body of Mega Man; and received a Mega Man 
cake and tons of Mega Man merchandise, including 
a radio-controlled Mega Man car and items available 
only in Japan. Kudos to Capcom, and congrats to Joey 
for having his wish come true! 
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PlayStation 


you’ll catch more air, you’ll even nail 360-degree corkscrews. Plus, you can challenge a friend on the two-player splitscreen 
AH you need is a PlayStation and a death wish. Because if you’re lucky, you’ll reach the checkered flag. Or you’ll die trying 


www. plays tatton.com 
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Final Fantasy VII 


Sony 


average 


retail 


pace 


47 


NFL GameDay 98 NASCAR 98 

Sony _ _ EA 


average retail price 


*36 


average retail price 


42 


Madden NFL 98 

“ s-. 

average retail price *9 11 


Resident Evil: DC 

Capcont 


overage retail pace 


38 


TOP 10 BEST SELLING PLAYSTATION 

RANKED ON UNIT SALES 
OCTOBER, 1997 


TITLES 


last month 


last month. 


lost month 


last month' 


last month 


last month 


+ * Not in Top 10 Last Month 


last month 


last month 


** 


last month 


8* 


Source: NPD TRST5 Video Games Tracking Service * 9,100 outlets across the U S, 

900 West Shore Road, Port Washington, NY 11050 

(516) 625 2294 The ra fj n g S reflected above are those of Dimension Publishing and do not represent the opinions of NPD TRSTS, 


last month 


** 


Crash Bandicoot Bushido Blade 

So " y $-»-* Sony $ 


average 


retail 


pace 


average 


retail 


price 


38 


MIC Mythologies 

Midway ^ 

average retail price 


45 


NHL '98 

EA 


average retail price 


43 


Oddworld: Abe's 

GT Interactive , 

retail price 


average 


















































































































































PlayStation 


"A total rush ... 
The undisputed 
king of combat 
racing games!” 

-rips and Tricks 


CONTENT BATED BY 
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Fighting Force, Hawk IVHfnSBnTBen Srr 
trademarks of Eidos, Pic. ©1997 Eidos 


isher Jackson, Mace Danipfe, Alana McKendrick, arfidiw 6 
PlayStation and the Plantation logo are trademarks of.Soi 


and Eidos Interactive are 
uter Entertainment Inc. 
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PlayStation 


In A GAME WHERE JUST ABOUT ANYTHING 
CAN BECOME A WEAPON, rfS NICSTO KNOW W 
CAN snu find agoqdoLbamqka. 


Here, the inner trnf streets are uttered 

* , * i’ 

WITH WEAPONS OF ALL SORTS. 

Some of yo ur own making. _ ' 

Others ready-made and banned in most states. 


All provide endless hours of 

EXPLOSIONS. GUNFIRE. AND MISERY 
. OF THE HIGHEST QUALITY. 

MO WONDER THIS CTTY NEVER SLEEPS. 
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you, happy birthday to you." If you don't 
know the rhythmn to this timeless classic, you 
have to be nicer to your friends, so that they 
will sing it to you next year. 

3. To unlock all of the six course variations for 
the Egypt level, use the OB button on the 
joypad and tap out the rhythmn similar to 
that found in the song " Always look on the 
bright side of life." If you’re not familiar with 
this English chart-topper, you need to start 
living your life in a more tongue-in-cheek 
manner. 

Code submitted, by Wendy Zaas 


SEND US YOUR CODES 
AND WIN BIG PRIZES! 


Each month we’ll pick the best code sent in by 
our loyal and intelligent readers and send that 
person a brand spankin’ new copy of ASCII’s 
hot new Drivin’ Destruction game for the 
PlayStation, Felony 11-79 or, if fighting’s your 
thing, ASCII’s SpecializedStick (you decide). But 
wait! That’s not all: if you act now, we’ll also 
include ASCII’s super stylish ASCII Grip one- 
handed controller for the PlayStation, for your 
controlling pleasure, PLUS twelve (IS) free 
issues of the best, the first, monthly dedicated 
PlayStation magazine, PS-Extreme, of course! 
Whoa! That’s a lot of cool stuff for just a code; 
what are you waiting for? 


NFL 


ALL WEAPONS & UNLIMITED AMMO; At the 
weapons load-out screen (after the mission 
briefing): 

HOLD: ■5B+BO+EH+®+©+(i) then press ** 
on the D-Pad. You will hear the " slamming 
metal door" sound. Although the load-out 
won't appear any different, once you go into 
the mission, you will see that ALL weapons wil 
be accessible. 

Code submitted by Fabian 


A W1MNER! 


Congratulations and thanks go to this month’s 
winner, Jody Collinsworth. Jody was the first 
in the world to send us these amazing cheats 
for Tomb Raider II. Jody, how did you do it? It’s 
amazing. You are on TOP, my friend. Good 
work. Thanks. Cool. Wow. Okay, bye bye. 


Tomb Raider If 


Enter cheats at Easter Egg menu: 

CPU CHEATS: 

Cpu remembers 30 plays: deep gray 
Cpu offense gets a speed juice: cpu offense 
Cpu does only high steps: show off 
Cpu defense gets a speed burst: cpu defense 
Cpu cheats on every play: psychic 
Cpu does fake field goals: tricky cpu 
Cpu only calls running plays: cloud of dust 
Cpu only calls passing plays; air attack 
PLAYER CHEATS: 

All teams are equal: equal teams 

Bad pass coverage: toast 

Defense players jump higher: rejection 

Forearm shiver is juiced: hatchet 

Good pass coverage: leech 

Hyper speed burst: juice 

Huge players: huinongous 

Extremely long field goals: big foot 

Only shadows: invisible 

Players move quickly: fire drill 

Players are SD: cookie cutter 

Players are flat: flat land 

Players are missing legs: ahab 

Players are tiny and quick: ilea circus 

Players have no forearms: look ma 

Players don't have heads; horsemen 

Player' s last name is McMahon: mcrnahon 

Players catch more passes: gloves 

Refs call a lot of penalties: busy ref 

Refs don't call penalties: blind ref 

Shoulder charge is juiced: bettjs 

Harder hits and super stiff arm: jack hammer 

Swim move is juiced: nyse 

MISCELLANEOUS: 

Catch-up speed is iiigh and pursuit angles are 
wrong: watery ai 
Crowd is quiet: quiet crowd 
Hidden difficulty level: gd challenge 


YOU CAN BLOW LARA UP 
Walk one step forward; walk one step 
backward; stop; spin around 3 times; and 
then jump backwards. 


UNLOCK VARIATIONS: The following three 
cheat codes are all to be entered, using the EH 
button on the joypad on the Main Menu when 
the word " Course" is flashing. If you have 
entered any of the codes properly, you will 
hear the rev of a Grand Tour racecar engine. 

It may take a couple of tries, but it will be 
worth it. Following this sound, all you have to 
do is go to the particular course which you 
have unlocked using the "Course" selection 
icon on the Main Menu and choose from any 
of the six available course variations! They 
only get more difficult as you progress, so 
keep your roll bar up! 

1. To unlock all of the six course variations 
for the Switzerland level, use the EH button 
on the joypad and tap out the rhythmn similar 
to that found in the song " Doh, a deer, a 
female deer." If for some strange reason, you 
do not know this world-famous ditty, just call 
your kindergarten teacher, 'cause that's 
where you learned it... 

S. To unlock all of the six course variations of 
the Easter Island level, use the K1 button on 
the joypad and tap out the rhythmn similar to 
that found in the song " Happy birthday to 


A LL WEAPONS CODE 

While in a level, slide left, slide right, slide 
left, walk back a step, walk forward a step, 
turn around 3 times in either direction, 
back flip with a twist. 


LEVEL SKIP CODE 

While in a level slide left, slide right, slide 
left, walk back a step, walk forward a step, 
turn around 3 times in either direction, 
and then forward jump with a twist. 


CONTEST RULES; Any one of arty age can enter. The only people not 
eligible to win are employees of Dimension Publishing or ASCII Entertainment, 
their friends, family, pete and anyone they talk to or know of. Dimension Publishing 
reserves the right to make any and all decisions regarding the contest. One winner 
per month will he chosen, at Dimension Publishing's discretion, baaed on the code 
or trick supplied by the entrant, if you win but do not specify, in your code 
submission, which prize you want to receive (Felony 11-79 or an ASCII 
SpecisiizedStick), then we will choose for you. 
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Welcome to the Game Shark section. Each month we’ll list 
the newest and coolest codez right here for your cheat’ll 
pleasure* Warning: These codes won’t work without a 
Game Shark. 

For the latest codez and info, get on the internet and 
check www 4 ameshark.c 0 m or www.datel.co.uk* If you 
find a code doesn’t work, you may need to upgrade your 
Game Shark* Check your instruction manual for details. 
(Most of these codes are “unofficial” and may or may not 
work correctly at alL Use at your own risk.) 

JET MOTO 2 (GS vl.99) 

Have All Tracks, Main Trophy & Insane 


All Code Medals & Stunt Key 


Original 10 Jet Moto Tracks . 
Always Come in 1st 

Infinite Turbo (Li 1 ! Dave) »* 
Infinite Grapple (Li*l Dave) 
Infinite Turbo (Wild Ride) . . 
Infinite Grapple (Wild Ride) 
Infinite Turbo (Blade) ...... 

Infinite Grapple (Blade).*, . 
Infinite Turbo (The Technicia 
Infinite Grapple (The Tech) . 
Infinite Turbo (The Max) , *», 
Infinite Grapple (The Max) . * 
Infinite Turbo (Vampeera).., 
Infinite Grapple (Vampeera). 
Infinite Turbo (Gadget)..,*. 
Infinite Grapple (Gadget)... 

Infinite Turbo (Steele) . 

Infinite Grapple (Steele)... 
Infinite Turbo (The Hun) .... 
Infinite Grapple (The Hun} *, 

Infinite Turbo (Bomber). 

Infinite Grapple (Bomber)... 
MONSTER RANCHER (GS vl.99) 

Infinite Money... 

Item Modifier 1st Position*. 
Item Modifier 2nd Position*. 
Item Modifier 3rd Position . . 
Item Modifier 4th Position . . 
Item Modifier 5th Position.* 
Item Modifier 6th Position*. 
COLONY WARS (GS vl.99) 

Infinite Shield. 

Infinite Missiles.. 

Infinite Anit-Shield Lasers. 
Infinite Secondary Weapon... 


MOTO RACER (GS vl.99) 


Infinite Time. ....... 8008F6D8 AOQO 

NOTE, With the Come in First code, after you load t he codes turn 
eft# GS off and then when the races starts turn the GS on than 
flip it back off. Do thio each time a race starts and you will 
have Lapped the opponents once and have a €2 second timar. if 
you don’t flip the GS off you wiJl continue to race or: Lap 2 
forever, 

RAMPAGE WORLD TOUR (GS vl.99) 

Infinite Health (George).......800D6786 0063 

Infinite Health (Lizzy).800D6952 0063 

Infinite Health (Ralph)...._800D6B1E 0063 


ALL TICE ABOVH CODES WT5HE LmED D'llOM iJsCfc.almiplDAijl.evm 


Announcer is loud: loud mouth 

Louder hit and blocking noises: crunch time 

Show credits: credits 

Special stadium and teams: thin air 

Code submitted by David Howsley 


coder I NHL Breakaway 98 


..8016AF06 

0401 

8016BOFO 

0401 

8016B0F2 

0401 

8016BOF4 

0401 

8016SOF6 

0401 

..8016BOEE 

0401 

8016B0FA 

0101 

8016BOFC 

0101 

8016B0FE 

0101 

8016B100 

0101 

8016B102 

0101 ! 

..8016B104 

oioi ; 

..8017D730 

0001 j 

8016FCA8 

0003 j 

,.8016BDEC 

4000 

..8Q16C11A 

0006 

..8016CD54 

4000 

..8016D082 

0006 

..8016DCBC 

4000 

..8016DFEA 

0006 

n)8016EC24 

4000 : 

..8016EF52 

0006 

,.8016FB8C 

4000 i 

..8 016FEBA 

0006 | 

..80170AF4 

4000 

..80170E22 

0006 

..80171A5C 

4000 

..80171D8A 

0006 

, .801729C4 

4000 

. .80172CF2 

0006 

..8017392C 

4000 

.,80173C5A 

0006 

..80174894 

4000 i 

..80174BC2 

0006 

..800E8540 

FFFF 

..800E85C2 

00 ?? 

..800E85C4 

00 ?? 

..800E85C6 

00 ?? : 

..800E8SC8 

00 ?? 

..800E85CA 

00 ?? ' 

..800E85CC 

00 ?? 1 

..800463B4 

00 EE 

..80119CCQ 

0006 

..80119C4C 

0000 

..80119D28 

0005 

80119D5C 

0005 

800FE472 

0005 

80119CF4 

0005 

.,800A5516 

0701 

8008F4CC 

F9F1 

..800A558E 

4300 

800A5596 

4300 

..8008ED6C 

0000 

..8008F6D8 

A000 




IN-GAME CHEATS 

Pause the game and then press ED, EES, 

«*, EEB. This will bring up two cheat menus. 

PETE'S CHEATS 

Big Players: Makes players big 

Little Players: Makes players little 

Pass Lines: Draws a line on the ice to the 

default pass recipient 

Phat Puck: Makes puck BIG 

Big Head: Makes all of the players look like 

Eric. 

Flat Foot: Big feet 
PAT'S CHEATS 

Offense AI: Debug tool now inactive 

Defense AI: Debug tool now inactive 

Free Puck AJ: Debug tool now inactive 

Skeleton Mode: Makes players into a 

wireframe model 

Fast Clock: Speeds up clock 

Chipmunk Mode; Speeds up announcer 

Scary Mode: Slows down announcer 

Brutus Mode: Increases damage done in fights 

Game Fanatic Mode: Inactive 

Play Organ: Plays the organ 

Play Misc Announcer: Plays stadium 

announcements 

Home Happy: Announcer gets excited about 
the home team 

Home Sad: Announcer gets frustrated with 
the home team 

Away Happy: Announcer gets excited about 
the away team 

Away Sad: Announcer gets frustrated with 
the away team 

H-Star: Current crowd favorite for the home 
team (cheers when gets puck) 

A-Star: Current crowd enemy for the home 
team (boos when gets puck) 

Sound Test: Sound test (no really) 

THIRD JERSEYS 

After hitting Start Game on the setup screen, 
hold right and square until the rink comes up. 
This only works for visiting teams with third 
(Anaheim, Boston, Chicago, Tampa Bay, 
Rangers.) 

Code submitted by David Howsley 


NCAA Football 98 


INDIVIDUAL TOUCHDOWN CELEBRATIONS: 

Immediately after a touchdown, _ 

simultaneously press and hold Ul and IS, 
then press any of the following: 

Spin the hall: press OB 
"Hulk" pose: press ® 

Spike ball: press ® 

Do a back flip: press © 

Do Heisman walk: press © 

HISTORIC TEAMS 

Enter passwords at the User Records screen to 
play as teams in exhibition mode: 


73 Alabama: jexlad 
78 Alabama: edyij 
'89 Alabama: whveir 
'98 Alabama: zddjot 
'89 Colorado: cevhets 
'96 Florida: vewoj 
'93 Florida State: mylqloh 
'96 Florida State: rcixre 
'88 Georgia; zows 
'83 Miami: eiwqoh 
'86 Miami: wrehstaeh 
'87 Miami: wevkim 
'89 Miami; wmixj 
'91 Miami: wyggkep 
'98 Miami; weimmod 
'94 Miami: anoysaj 
'65 Michigan State: 


'91 Michigan: keizre 
'83 Nebraska: igsi 


'91 Nebraska: egaxrim 
'93 Nebraska: szxai 
'94 Nebraska: bnoyd 
73 Notre Dame; jnived 
'88 Notre Dame: regrzoj 
'89 Notre Dame: dlyrvrad 
'68 Ohio State: voigwres 
79 Ohio State: agig 
'85 Oklahoma: htoyoms 
'87 Oklahoma: vlaicram 
'94 Oregon: rsgpc 
76 Penn State: ieeih 
'88 Penn State; cchn 
'85 Penn State: hreg 
'86 Penn State: aere 
'94 Penn State: dtel 
'65 UCLA; lmte 
'68 USC: eerc 
79USC: fsyt 


CHEATS 

Enter passwords at User Records screen: 

Electric Football: electrich 

Enable FMV menu: see fmv 

See all teams in the poll: whole poll 

Players are fast: gb speed 

Show all stadiums: coolsite 

Play as EA Sports team: easports 

Quarters are 15 seconds: short quart 

MVP Pause: On a running play, when you are 

inside the 5-yard line with 

no defenders in front of you, simultaneously 

press and hold L2 and R2. 


Send all code submissions to; 

EXECUTE 

Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us at: 
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IF YOU'VE GOT A QUICK MIND AND EVEN QUICKER THUMBS, YOU CAN OUTWIT THE GEO¬ 
METRIC TERRORS IN THIS 3-D BRAIN TWISTER AND EARN A SCORE THAT'LL HAVE YOUR 
CHUMS KNEELING AT YOUR GENIUS FEET. OF COURSE, THERE'S ALWAYS A FLIP SIDE: 
FAILURE EQUALS DEATH. AND ETERNAL DUMBNESS. HAVE FUN. 



Only on PlayStation. 


I n t |el 1 1 1 1 i Ifl 
•lube 


PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Intelligent Qube is a trademark of Sony Computer Entertainment America Inc. ©1997 Sony Computer Entertainment Inc. www.playstation.com 


















All Gaming 

Industry 

LINKS At 
One Web 
Site! 




www.vgol.com 


Check out our 
Homepage Contests! 


What the 
Industry thinks. 

“VGO L boasts a compre¬ 
hensive directory of sites 
pertaining to every aspect 
of the Electronic Gaming 
Industry. We were hard 
pressed to prove them 
wrong.” 

-Net Guide, 

Gold Site Award Winner 

“Top Five Web Site” 

-PSX Editorial Staff 

“3 Star Rating” 

-Yahoo Webhead 

“A comprehensive and well 
designed data base of 
distributors, developers, 
manufacturers, new releases, 
trade shows, and job 
opportunities on the web. 
Video Games On-Line lives 
up to its claim.” 

-Webcrawler Select 
Editorial Team 

“Excellent as a Web 
Integrated Strategic 
Environment” 

-WISE award, presented by 
Mansfield & Associates 



The Sony Computer Entertapfent logo is a trademark of Sony Corporation. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment, Inc, JMHL 
js a registered trademark and FaceOff is a trademark of the National Hockey League, All NHL logos and marks and NHL Team logos and marks depicted herein ar e the prop¬ 
erty of the NHL and the respective teams and may not be reproduced without the prior written consent of NHL Enterprises. L.P. ©1997 NHL. Officially licensed product of 
the National Hockey League.^feNHLPA. National Hockey League Players’ Association NHLPAand the NHLPA logo are trademarks ol the NHLPAandare used, under license, 
by Sony Computer Entertainment America, Inc. Officially Licensed Product of the National Hockey League Players’ Association. Designed and developed by Killer Game. 
©1997 Sony Computer Entertainment America, Inc. The ratings icon is a registered trademark of the Interactive Digital Software Association, www, pi ay station, com 









IVEN THE AMOUNT OF EFFORT IT 


TAKES TO SCORE, IT SEEMS ONLY FITTING 

THAT IT’S CALLED A GOAL. 
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PROPERTY OF PLAYSTATION 
ATHLETIC DEPT. 









If 1997, as the year applies to PlayStation gaming, is to be remembered for one thing, it would be the year that technology began its transition into new and exciting 
gameplay developments. While there were certainly a number of technological achievements during the year (Crash 2, Final Fantasy 7, GameDay 98, One and the 
upcoming Gex: Enter the Gecko come immediately to mind), the real story of 1997 was the foundation that was laid for gameplay in 1998 and beyond. 

Many lines between types of games were blurred. While there are quite a few good examples of this, the best two are probably ASC Games' "One" and Eidos Interactive's 
"Tomb Raider II." At first glance, One is a straight ahead shooter that gives you the feel of a real-time 3D "Smash TV" — but it is so much more than that. The devel¬ 
opment team at ASC and Visual Concepts went much deeper - adding a lot of platform jumping, timed elements and a number of moves and weapons that require 
you to think a little before you attack or flee, and the game has a great storyline. Tomb Raider II added to its exploration theme by allowing the player to drive a boat 
and snowmobile — effectively combining the action and racing genres. 

The lasting effect of this quest for deeper gameplay is that games are becoming much more adult and much more believable. What will 1998 have in store for PlayStation 
gamers? You can expect the gameplay renaissance to continue and, if history is truly a teacher, 1998-99 should see the best playing PS games yet. 

A word on our Extreme Awards voting system: Voting ballots were distributed to all of PSExtreme's contributing editors and they were asked to rank their favorite games 
in each category. Five points were awarded for the first choice in each category, three for the second and one for the third, with an additional two points awarded for 
the editor's score that reviewed the game. Totals were then tabulated and the results are as depicted in this special awards section. The editors at PSExtreme would 
like to extend their congratulations to the winners in each category. Awards will be presented to the winners in a special ceremony to be held in 1998. 


)TOMB RAIDER II 
J CRASH BANDICOOT 2 
J FINAL FANTASY VII 























BEST NEW CONCEPT IN 
GAME DESIGN: 



)PARAPPA THE RAPPER 
; BUSHIDO BLADE 
) MONSTER RANCHER 



BEST DRIVING GAME 


)MOTO RACER 
) RAGE RACER 
) GRAND TOUR RACING 98 


BEST RO E PLAYING GAME 
OF THE YEAR: j 



) FINAL FANTASY VII 
WILD ARMS 
J PERSONA 


BEST ARCADE TRANSLATION BEST SPORTS GAME 
OF THE YEAR:^_I OF THE YEAR: 





) TIME CRISIS I 

) NFL GAMEDAY 98 


Ij) SOUL BLADE I 

|Mten pin alley 


j STREET FIGHTER EX + ALPHA | 

) NBA LIVE 98 








J CRASH BANDICOOT II 
J CROC: LEGEND OF GOBOS 
) CASTLEVAN1A 


BEST PUZZLE GAME 
OF THE YEAR: 




miioi 


) SUPER PUZZLE FIGHTER II 
J INTELLIGENT QUBE 
J NORSE BY NORSEWEST 


BEST FIGHTING GAME 
OF THE YEAR: 



) SOUL BLADE 

) STREET FIGHTER EX + ALPHA 
j BUSHIDO BLADE 


BEST COMBAT/SIMULATION 

r&MP r*F TUP VF A (?• 



MCE COMBAT 2 
; STEEL REIGN 
) MECH WARRIOR II 







































































BEST GAME MUSIC 
OF THE YEAR: 


EXPLORATION/ADVENTURE 
GAME OF THE YEAR 


BEST GAME GRAPHICS 
OF THE YEAR: 


' ■■ - ' 


) CASTLE VAN IA 
) PARAPPATHE RAPPER 
) CRASH BANDICOOT 2 


)TOMB RAIDER II 
J RESIDENT EVIL: DC 
)TREASURES OF THE DEEP 


) FINAL FANTASY VII 
J CRASH BANDICOOT II 
j COLONY WARS 


BEST MULTI-PLAYER GAME 
OF THE YEAR: 


BEST ACTION GAME 
OFTHE YEAR 


BEST FIRST-PERSON 
SHOOTER OF THE YEAR 






) BALLBLAZER CHAMPIONS 
J POINT BLANK 
jPOYPOY 


)ONE 

J NIGHTMARE CREATURES 
; CRITICAL DEPTH 


; SHADOW MASTER 
J POWERSLAVE 
JTENKA 




BEST SHOOTER 
OF THE YEAR 


BEST STRATEGY GAME 
OF THE YEAR 


BEST GAME DEVELOPER 
OF THE YEAR 


) COLONY WARS 
J G-POLiCE 
J)MACHINE HUNTER 


J VAN DAL HEARTS 
J FINA FANTASY TACTICS 
) COMMAND & CONQUER 


) CORE DESIGN 
JSONY INTERACTIVE 
) NAUGHTY DOG 


WHB 


FMMCYTtlP 


Til!6tTmf 






















































DAVE'S YEAR-END SUMMARY 

My only real problem with 1997 was that I didn't have 
enough time to play all of the quality games that became 
available for the PlayStation during the year. What games 
did I spend most of my time with? In no particular order: 
NFL GameDay 98, Crash Bandicoot 2: Cortex Strikes 
Back, Tomb Raider II, Croc: Legend of the Gobbos and 
: Moto Racer GP. As we move toward 1998,1 am really 
excited about Crystal Dynamtcs/Midway's "Gex: Enter 
the Gecko" and ASC Games' "One" (One should actu¬ 
ally be available by the time you read this and Gex 
should hit retail near the end of January). 

1 think that the best news for PlayStation owners, in 
1997, had to be the drop in software prices.! have been 
playing games for a long time and they have NEVER 
been this cheap. Crash Bandicoot 2 for 30 bucks? Life 
is good! And, as cheap as the new stuff is, you can find 

1996 games for 10-20 bucks — absolutely amazing! 
My hope for the new year is that game developers con¬ 
tinue to pursue the development of games that push the 
creative envelope. 1997 gave us a taste of things to come 
— real-time worlds where different gameplay styles 
were stitched together in a single play environment. 
In early 1998, One and Acclaim's "Batman and Robin" 
will be the first to expand upon this theme. We also 
expect great things from Konami's "Metal Gear Solid. 1 
Sports-wise, I am excited about two new products com¬ 
ing in the new year: a new arcade-style football game 
from Sony, that will feature intense arcade action, and 
Midway's PlayStation translation of their arcade game, 
"NFL Blitz." 

1997 was great, 1998 is going to be even better! 

ZACH'S YEAR-END SUMMARY 

Is it just me, or does it feel like we've reached the hallway 
point of the PlayStation's lifetime? Maybe it's because 
the software library has reached a stagger!n g (and, 
arguably, too large) number: over 350 games as of 
January1, 1998. Maybe it's because we've now seen 
just about every visual trick the system can pull out of 
its chipset. I mean, how can PlayStation graphics pos¬ 
sibly get any better than Colony Wars, Crash Bandicoot 

2 and Final Fantasy VII? Barring the use of black magic, 
they can't. But rather than mourn the middle-aged 
status of my favorite gray box, I'm more stoked than 
ever. Now that the PlayStation's audiovisual capabili¬ 
ties are tapped out, developers will have to concentrate 
their efforts on the most important feature of all: game- 
play. It's in the last few years of a system that many of 
its best games arrive, and the PlayStation will be no 
exception. We'll be very happy gamers until Sony's next 
system rolls around in 2000, or 2001, or whenever. 
And now, an alphabetically arranged list of dreams and 
wishes for the coming year: 

1. Acclaim: All your best games are coming out on that 
other next-generation system, while we get stuck with 
Dragonheart and The Crow: City of Angels. How 
about some good stuff for us, too? 

2. Game companies everywhere: How about a six- 
month moratorium on racing games? 

3. jaieco: How about releasing just one good game? 

4. Konami: How about a sequel to International Track 
& Field? 

5. LucasArts: Have more respect for gamers and for your 
Star Wars property. Masters of Teras Kasi could've 
and should've been SO much better. Use Namco's 
fighting games as the yardstick of quality. Better 
yet, hire them to do a Star Wars fighting game for you. 

6. Namco: Don't let the disappointing sales of Treasures 
of the Deep dissuade you from licensing more 
American properties; it's just that U.S. Gamers don't 
seem to care for the underwater-shooter genre. 


7. Sony: Take as long as you need to make Twisted Metal 
3 a worthy sequel. Since you're doing it without 
SingleTrac, you need the extra time for playtesting 
and more playtesting. Don't mess up one of the best 
PlayStation franchises ever! 

8. Square: Sign a new contract with Sony instead of try¬ 
ing to go it alone. As great a game as FF7 is, Sony's 
great marketing turned it into a megabit. Without 
those huge ad campaigns, your stuff will sell the usual 
small-but-solid numbers to the RPG Cult. Use Sony 
to turn the LJ.S. RPG market into something on par 
with the racing and lighting genres. 

9. Tecmo: No offense, but can you stop titling all your 
games "Tecmo Iblank]"? It's kinda cheesy. 

10. Tl IQ; Keep bringing us those solid Japanese titles. 
(Funny how they've suddenly become one of the 
PlayStation market's biggest importers, eh?) 

ALEX'S YEAR-END SUMMARY 

Last year at this time, I remember looking back at the 
games that transformed the PlayStation into the clear 
leader among the consoles. This year, that lead has been 
maintained and even improved upon. Games like Final 
Fantasy VII and Tomb Raider I! (PlayStation exclusives) 
dearly established the PlayStation as the market leader. 
As good as those games are, however, that is not what 
will keep the PlayStation ahead of the pack. I look at 
innovative games, like T,HQ's "Ghost in the Shell", 
Namco's "Rage Racer", "G-Police" from Psygnosis and 
Sony's "Crash Bandicoot 2", as the reason why you just 
gotta have a PlayStation. These games do things that just 
can't be duplicated on any other system and offer unlim¬ 
ited addictive gameplay. Sure, each system has its share 
of phenomenal titles (San Francisco Rush on N64 for 
one) but, they don't have the shear volume that can 
be found on the Playstation. Not since the heyday of 
16 bit, have there been so many solid titles from so many 
different publishers. And if there's one category of games 
that clearly stands above the rest, it's sports games. 
Nobody does sports like the PlayStation. Cameday 98, 
NBA Live 98, Ten Pin Alley, NHL Faceoff 98, MLB 98, 
Triple Play 98, Goal Storm 97, NCAA Gamebreaker 98, 
Nascar 98; get the point? The other systems just can't 
compete. There isn't one game category that you can 
name that doesn't have a handful of stellar titles, and 
things are only going to get better. Some things to look 
forward to in 1998: Gex, Enter the Ghecko, Nagano 
Winter Olympics, Meta! Gear Solid, Resident Evil 2, 
Blasto, One, Rapid Racer and a whole host of others. If 
it sounds like I'm bouncing all over the place, it's because 
it's almost as if there's too much from which to choose. 
If you're a gamer, there's no better time to be alive. If 
you're wondering, however, what games i play when 
I'm not playing for a living, the following is Alex's "A" 
list: Rage Racer, Crash 2, MLB '98, Twisted Metal 2 and 
Ace Combat 2! 

ERIC'S YEAR-END SUMMARY 

For me, the "sports dude", the year of 1997 can be best 
described as the year of the racing game. When i look 
back at all of the games I played and reviewed, and the 
games that still get my free time, they are mostly from 
this category. How's this for a brief list of racing titles 
that came out in '97: Rage Racer, Grand Tour Racing 
'98, Need for Speed II, Moto Racer, Felony 11-79, Rally 
Cross, NASCAR 98, Test Drive 4, Peak Performance, 
VMX Racing,Test Drive: Off Road, CAR I World Series, 
Thunder Truck Rally, Jet Moto 2, and Porsche Challenge. 
And I'm sure ! forgot a game or two! Anywho, the rac¬ 
ing games that! find myself coming back to are Moto 
Racer, Rage Racer, GTR, NFS II and Test Drive 4. Although 
I've "beaten" (who invented THAT word?) each of these 


games, they still have what it takes to keep me enter¬ 
tained — which should be the ultimate compliment, 
considering my very limited attention span. 

In my year end summary last year, I complained that 
no basketball titles made my top ten list, and that I was 
also waiting for an ultra cool baseball game. Well, EA 
Sports came through with Live 98 to take care of the 
hoops problem (and Midway makes second team with 
Fastbreak 98), and Sony, £A Sports, and Interplay made 
the baseball season the best it's ever been. Although not 
as flashy as Triple Play 98 or MLB 98,1 still find myself 
playing more VR Baseball 97 than the others. Football 
was again a no-brainer (thank goodness — I'm starting 
to run low on gray matter. Speaking of which, what¬ 
ever happened to Oingo Boingo? Oh yeah, the Simpsons, 
Batman, etc.), with GameDay 98 head and shoulders 
(et lu, Jimmy?) above Madden and VR Football. Although 
the titles are considerably better than last years' ver¬ 
sions, the hockey titles don't seem to get as much of my 
free time as they used too, although Face-Off 98, regard¬ 
less of what you may have read elsewhere, is still the 
king of the hill ("propane and propane accessories"). 
Golf is still a tough sell on the consoles, but VR Golf 97 
remains a great game, and PGA 98 is another good rea¬ 
son to hit the virtual links. Well, here's my top ten list 
for '97 — Rage Racer, Game Day 98, Moto Racer, ONE, 
Grand Tour Racing 98, Armored Core, G-Police, NBA 
Live 98, Soul Blade, and Colony Wars. Yup, got some 
shooters in there, and even a fighter — who'da thunk 
it? 

What do I want next year? Longer days. I need more 
time so I can ACTUALLY play Tomb Raider II and Crash 
Bandicoot 2, for cryin' out loud. Yo yo, pops — what¬ 
ever. 

GREG'S YEAR-END SUMMARY 

Once again it's time to sit back, take a deep breath, put 
the analog pad down and fondly reflect on the past 
year's PlayStation gaming experiences. Looking back 
to 1996, it's hard to believe that '97 could have been 
even better in terms of the quality AND quantity of titles 
released. I know I don't even have to convince you 
about the merits of owning the best video game con¬ 
sole available, but it's really tough not to be a PlayStation 
evangelist when there are so many great reasons to have 
that system attached to your TV. My personal experi¬ 
ences have been filled with hours upon hours spent 
playing amazing id ay Station-only titles like Tomb Raider 
II, Crash Bandicoot 2, G-Police, Resident Evil 2, Soul 
Blade, Colony Wars, Moto Racer, Final Fantasy VII, 
Castlevania: Symphony of the Night, Vandal Hearts, 
Treasures of the Deep, etc... 1 could go on and on, 
but you get the picture. It's not enough that there's some¬ 
thing like 300-plus titles currently available, (with some 
of Sony's all-time classics, re-released brand new for 
just 20 bucks); the real kicker is, Sony Computer 
Entertainment America has opened their minds and 
arms and have embraced any and all developers, pub¬ 
lishers and would-be programmers who have the inge¬ 
nuity, spark, ideas and/or desire to produce unique, 
unusual and original content that might not see the light 
of day on other video game systems, i.e. RaRappa the 
Rapper, Carnage Heart, Intelligent Qube andTail of the 
Sun to name a few. Looking ahead, next year and 
beyond, shows no sign of the PlayStation slowing down. 
Although sooner or later new hardware is imminent, i 
think there is some juice left to be squeezed out of 
the little grey box, and am eagerly looking forward to 
another amazing year of gaming. On a more personal 
note, I would like to express a special thank-you to all 
of our readers for your continued support and enthu¬ 
siasm. We wouldn't be here if it wasn't for you. 












The fine folks at Interplay’s VR Sports 
division were nice enough to get us an 
exclusive, first look at their new baseball 
simulation, VR Baseball ’99. Although we’re 
still in the middle of the football, basketball, 
and hockey seasons, we’re so fond of 
baseball, here at PSExtreme, that we’ll stop 
just about anything we’re doing for a chance 
to play a new title. And what a good looking 
title it’s turning out to be! Just from the 
early screen shots, you can see the attention 
to detail that has gone into the next edition 
of the VR Baseball series. 


bat. Well, the VR Baseball ’99 team 
addressed both issues at length, and added 
hundreds of new frames of animation to 
correct both problems. There are also 
multiple batting stances and the pitchers 
throw from the stretch and the windup. Of 
course, all of this action will be brought 
to you up close and personal, thanks to the 
second generation of VR Sports’ 
trademarked Virtual Field Vision cameras. 
This year, the cameras have been tuned to 
bring the action as close to the players as 
possible, without losing the necessary field 
of*vision required to make the plays. 


VR Baseball ’97 was the first of the “big 
three” baseball games out last season 
(followed by Triple Play 98 and MLB 98), 
and immediately set a precedent for pitcher 
/ batter control. Unfortunately for Interplay, 
once the games from EA and Sony were 
released, VR immediately looked a little pale 
and old in comparison. According to the 
Producer of VR Baseball ’99, Matt Finley, 
“After we finished VR ’97, we took about 
three days off before we started working 
on the new version. We immediately put 
two different art teams on the project, and 
went through, in effect, two complete 
evolutions of the graphic design before 
we ended up where we are today”. For 
Interplay, this emphasis in the artwork has 
already paid huge dividends — the game 
has that next generation look, but 
maintains its own style. Finley also noted 
that “the fields have sharper shades 
BHL of green in the grass and the dirt 
along the warning track and foul 
territories is also more natural 
looking. Of course, the lighting 

S tk effects really stand out, as well. 

We wanted to have shadows in 
all the right places, and I think 
mjk we’ve done a reai good job in 
II that area of design”. Then 
there’s the matter of 
™ J choppiness, and how some 
gamers had a hard time 
m seeing the ball come off of the 


CONFUCIUS SAY - WORK SMARTER, 
NOT HARDER 

While the artists were hard at work making 
the players and fields look sharper, the 
programmers were turning their old AI 
(artificial intelligence) routines inside-out. 
Finley adds, “We read all the AI criticisms 
that magazines like PSExtreme and others 
found fault with, and made that another of 
our top priorities. In total, there are more 
than three hundred different AI routines 
that we either improved upon or created 
from scratch. Most players probably won’t 
notice some of the smaller issues but, we 
wanted to leave nothing to chance”. The 
major overhaul in AI was focused on the 
























































































computer 

opponent and what it would and 
wouldn’t do in any given situation. The 
smarter computer players now dive, slide 
and even make had base running decisions. 
Also, the computer will now intelligently 
pinch hit, sacrifice, steal and pull its pitcher 
if the guy is getting drilled early Lastly, the 
computer is now a better score keeper. No, 
not the score, but things like a correct ERA 
(knowing which pitcher to charge the runs 
to) and what a sacrifice fly is, and that it 
shouldn’t count as an AB. 


DO YOU HEAR WHAT WE HEAR? 

With both the Triple Play and MLB series 
offering voice play-by-play and/or color 
commentary, Interplay has elected to stay 
with their “on-field experience” of crowd 
noise and player chatter. This year the game 
will feature over two hundred different 
phrases (or “chatter”) that you will hear 
the players bantering around, and you will 
also hear hecklers in the stands giving 
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players a bad time (“Darrrrryyyyyllllll. 
Darrrryyyyllllll”). These sounds plus the 
umpire’s emphatic call of the balls and strikes 
should add up to make it “just like being 
there”. 




AND IT'S NOT EVEN SPRING TRAI NING 
YET 

Nope, not by a long shot, but Interplay and 
VR Sports 
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J ' mm? 
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continue to tweak and re-tweak 
every aspect of VR Sports Baseball ’99 (you 
can blame EA for skipping a year). We will 
have even more exclusive coverage of this 
ground breaking baseball game in the coming 
months, so stay tuned — the pennant race 
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mgm Interactive 


RA: Yeah. Can you 
imagine? "Let's go eat at 
Canadian Sammy." 


We have sushi with 


How did you get into the gaming bi 
Robb Alvey: You want the real way? 


Robb Alvey 

Producer 


bo... what games 
did you work on at 
Sammy? 

RA: Wanderers from Ys for the Super NES and 
Warsong for the Genesis. I was producer of 
the Might & Magic series for NES, and the Super 
NES version that never came out. Then they pretty 
much closed down the office and I went to temp 
at Disney Interactive, which was Disney Software 
at that point, for about two months. Then 1 got 
into Virgin Games. 


I want the real way. 

RA: I answered an ad in the newspaper. 


RA: Yeah. I answered an ad for a game counselor 
for Nexsoft. You know, ASCII. They needed 
someone who knew something about Wizardry 
(a classic RPG from Sir-tech), and I'd played it 
on the Commodore 64 and the Apple II years 
ago. I was 18. They were based in Orange 
County, California. 

And how long did you do that? 

RA: A year. The company moved up north, and 
I didn't want to move. American Sammy was 
looking for people to do product development, 
marketing, general stuff. At ASCII, there weren't 
a lot of people who knew about product, so I 
became a marketing assistant-slash-product 
development assistant-slash-game counselor. I 
was sort of thrown into the fire. 


you were 


^A: About fou 


What were the highlights of your tenure? 
RA: The 7th Guest, Aladdin, The Jungle Book, 
Dune II and The Lion Kina, 


Dune IE is like the granddaddy of real-time 
strategy games. 

RA: I produced the Genesis version. 


Aladdin. What was it like working with 
David Perry? 

RA: It was really cool. The whole team was great 
to work with. 


What was the deal with the name American 
Sammy, by the way? 

RA: Sammy of Japan was a huge pachinko 
company. They did all the pachinko machines 
and had Sammy arcades. So when they came 
over here, they called the company American 
Sammy. 


I consider that the last gem to come out 
era of Virain. 


was 


Why'd you leave Virgin? 

RA: Virgin became more structured. They wanted 
their producers to be less creative and more 
paper-pushers, I decided that wasn't the reason 
I got into the business to begin with. I wanted 
to work with someone who'd allow my creative 
juices to keep flowing. 


That’s one of my all-time faves, along with 
Culture Brain and Electro Brain. 

RA: They owned a restaurant in Canada, and I 
forget what the name of the restaurant was, 
but guess what they called the company. 

Canadian Sammy? 


























































EXCLUSIVE 


So how long between Virgin and MGM? that can be switched between low angle, high 

RA: I went directly to MGM. They recruited me. angle and directiy overhead. Among the graphic 

I liked what I heard. It's funny because the last tweaks underway are more debris, left behind 

place I expected to go was a film studio. But now when units are damaged or destroyed, and bloody 

the studios are starting to get the picture. little soldier bodies. (Come on now, you KNOW 

you want to see the carnage created when your 
Pardon the pun. tanks roll over a platoon of hapless grunts.) 

RA: Fox Interactive has good people. Universal The interface has been given a bit of an '80s retro 

Interactive has good people. For the first time ever feel, but the in-game graphics are purely state- 

in the game industry, the studios are being taken of-the-art texture-mapped, fully-animated polygon 

seriously. MGM hired more people from the game constructions. The player can rotate and zoom in 

industry. They weren't bringing in film directors on the battlefields, which are laid out to allow a 

or screenwriters. degree of exploratory freedom; unlike other real¬ 

time events, it's not necessary to stomp over the 
One more question: How many games entire landscape. The interface "DEFCON meter" 
do you have in your arcade? currently works as an indicator of your progress 

RA: About 50. 1 have Blaster in the original plastic — 5 means you're kicking butt, 1 means you're 

cabinet, Reactor in the original cabinet and a about to get smoked — but its function might be 

cockpit Star Wars. I also have some bizarre stuff, tweaked before release. 

Domino Man is pretty weird. You're this old dude, Instead of trying to convert the PC version's point- 

and there's this row of dots on a city street. You and-click interface to the PlayStation, which 

plunk a domino onto each of the dots on the street, producer Robb Alvey points out hasn't worked 

But there are overweight women carrying groceries well with past PC-to-PlayStation conversions 

and dudes on bicycles wandering around (witness WarCraft II), the essential nature of the 
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CAPCOM * MARCH 


As Mega Man Neo gets closer to completion, 
we are getting more excited about its poten¬ 
tial. The game plays like a cross between an 
action/shooter and a RPG — all in a car- 
toon-like 3D environment. At this point, the 
storyline is a bit sketchy. Why Mega Man is 
not wearing his trademark helmet, which 
members of the popular series will be mak¬ 
ing appearances or, if he will have the abili¬ 
ty to use the enemies weapons are 
unknown. What we do know is, the game is 
a blast to play and features both outside 
and inside, corridor-style environments, 
and in-game cut scenes. 


mifCTOi 


MIDWAY • FEBRUARY 




The retro craze continues. The first Atari col¬ 
lection featured some of Atari’s very first 
hits from the early ’80’s. This t im e around 
you’ll be treated to six of the best arcade 
games from the mid ’80’s — Crystal Castles, 
a 3-D Pac-Man derivitave, that has you con¬ 
trolling Bently Bear in a 3-D maze; Paperboy, 
in which you must... what else... maintain a 
paper route; Gauntlet, the classic dungeon 
maze game; Marble Madness, the coolest iso¬ 
metric marble game; Millipede, the sequel to 
Centipede; and lastly, Hoad Blasters, a Road 
Warrior style killing/driving game. Quite a 
fine collection indeed! 


SONY • MARCH 


Here’s a unique 3D fighting game, from 
Hudsonsoft of Japan, which features human 
characters that have the ability to morph 
into “beasts” during battle. With this ability 
comes a whole new set of fighting strategies, 
as characters can perform several moves 
that are not possible while they are their 
human character. In addition, Bloody Roar 
features interactive “breakable” environ¬ 
ments, several different modes of play (from 
Time Attack and Survival, to 
Practice and a special “Rave” mode), fmm 
unique multi-strings, combos, juggles, SSgJ 
and grappling maneuvers, and a Mpi 

host of configurable options like the 
ability to play as Kids or Big Heads. 
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BREATH 

OF FIRE 

III 

CAPCOM • MARCH 


Capcom will literally be on fire, early this year, with 
more than a few great-looking titles hitting store 
shelves in the first-quarter. Besides Resident Evil 2 
and Mega Man Neo, they will FINALLY be releasing 
their first 32-bit RPG, Breath of Fire in. You may 
recall, BOFIII was originally supposed to ship around 
September of last year but, Capcom of Japan wisely 
decided to hold off on the game until the dust had set¬ 
tled from Square/Sony’s Final Fantasy VII. Now that 
FFVII is almost a distant memory, BOFIII should have 
the spotlight and is promised for an early March 
release. The game continues the successful line that 
originated on the Super NES and features an intricate 
storyline, a long and involving quest, a unique combi¬ 
nation of hand-drawn, two-dimensional characters with 
beautiful 3D-scrolling backgrounds, that can be rotated 
to find hidden treasures and pick-ups, a real-time, 
turn-based fighting system, and plenty of powerful 
weapons, spells and magical items. We just received an 
early translated version as we were going to press, but 
it’s evident the game is going to be what RPG fanatics 
need to keep them going through the new year. 
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TECMO • FEBRUARY 


Dead or Alive, a game that was originally 
developed on Sega’s Model 1 board (Virtua 
Fighter 2) for the arcade and Saturn 
is coming over to the PlayStation this 
February and is Tecmo’s first entry into the 
home console 3D fighting arena. Not wanti¬ 
ng to give PlayStation gamers the same 
experience available on the Saturn, Tecmo 
has added in a host of PS-exclusive fea¬ 
tures such as: a total of 11 characters — 
seven male and four female (including Ryu 
Hayabusa, who was the “star” of their pop¬ 
ular Ninja Gaiden series), new background 
environments, new costumes, five addition¬ 
al moves per character, enhanced graphics 
and sound and a new CG-rendered intro. 


NAMCO • 1998 


After much speculation as to if, when and 
how Tekken 3 will be coming to the 
PlayStation, the first few drops of informa¬ 
tion, from Namco, have started to trickle 
in. While there isn’t much to go on, Namco 
has assured us that consumers won’t be 
disappointed. Expect all of the characters 
from the coin-op to be in the home version 
as well as the usual assortment of options 
and modes that go above and beyond the 
arcade. The only other official info is that 
the game will NOT use any other sort of 
add-on or hardware that some of the gam¬ 
ing press had earlier reported. We will 
hopefully have more info, such as an offi¬ 
cial release date, in next month’s issue. 
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NBA SHOOTOUT 98 

KONAMI » JANUARY 

It looks like Sony has decided to hold off a 
couple of months before they release NBA 
Shootout 98. Apparently, the good folks 
involved with the product want to make sure 
everything is in its proper place. After all, 
when you’re trying to incorporate more than 
30 different dunks, a dozen different types 
of passes and a hunch of special moves, then 
you’ve got your work cut out for you. Also, 
let’s not forget about the ultra-cool 2-on-£ 
contest — that should be some fun! We 
should have a playable version next month, 
so keep your eyes shut and your mouth 
open... or something like that. 




"C"? 

_KONAMI * MARCH_ 

These screen-shots from Konami came in as 
we were wrapping up this issue. Shrouded 
in mystery and only titled as “C”, Konami 
is ramping up development of what looks 
like a first person 3D shooter. Although, it’s 
currently at 30% complete in the develop¬ 
ment cycle, they are confidently stating 
that it will be shipping in March of 1998. 
This is the only information we’ve been 
given at this time — could it be another 
Contra...? Naw. Should have plenty more 
information on this mysterious title in next 
month’s issue. 






EA • MARCH 


Last year’s Need for Speed n received mixed 
reviews from most of the press but, we appreci¬ 
ated the intense speed and great engine noises. 
Well, this year EA is bringing back the cops, and 
they're not your average donut-munching, Chief 
Wiggim kind of cop either. With NFS III, the cops 
set up road blocks, drop nails all over the high¬ 
way and generally hunt you down like the 
unforgiving law breaker that you are. There’s 
eight new licensed cars and ten different tracks 
plus plenty of new weather 
effects, like blowing leaves and 
water that sprays from the 
tires. Heck, we’ve even got 
some night driving, complete 
with low and high beams! 


































































































































PSYGNOSIS • MARCH 


" Rascal" is Psygnosis' entry into the increasingly 
popular (on the PlayStation) action/platform arena. 
Set in a series of graphically detailed, 60 frames per 
second environments, Rascal requires the player to 
navigate through time, armed only with a bubble 
gun. The game has almost a classical feel to it, with 
levels featuring knights in shiny armor, baddies from 
ancient Egypt, fire-breathing dragons and the like. 
Rascal's theme comes across as kind of a '90's ver¬ 
sion of Little Nemo and "Scenes from a Night's 
Dream" (not coincidentally, the title of a great 
Genesis song), and the gameplay features a number 
of different twists on platform jumping and puzzle 
solving. Rascal is currently scheduled for a March 
release. 
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RUNNING WILD 

UNIVERSAL » MARCH 

Here’s a game that seemingly disappeared 
last year (we previewed it in our E3 wrap-up 
back in the August issue) only to resurface as 
a March release. Running Wild is being devel¬ 
oped by Blue Shift, Inc in conjunction with 
Universal Interactive. Blue Shift, (for those of 
you interested) is responsible for such classic 
arcade games as Paperboy and 720. Running 
Wild is their first foray onto the PlayStation 
and could be loosely compared to a Mario 
Kart type of game. The object is to choose 
from a variety of different kooky animal-like 
characters and race each other on a host of 
different tracks. We believe, the main selling 
point of this game, is that it runs at a super¬ 
smooth, 60 frames per second. 


CRIME KILLERS 

INTERPLAY * MARCH 

Grime Killers, Interplay’s intense new dri¬ 
ving/shooter is a feast for the eyes. This 
game runs at an unbelievable sixty frames 
per second and boy, what a difference it 
makes. The gist of the game is to clean up 
the crime-ridden streets of a bustling 
metropolis, via a variety of missions, as a 
hot-shot cop. Of course, what police officer 
doesn’t have an arsenal of vehicles and 
weapons at his/her disposal? In the final 
version there will be three different vehi¬ 
cles from which to choose: the standard- 
issue police car, a state-of-the-art 
motorcycle or a jet-powered air wing. While 
the game’s still a ways off, it could be one 
of the sleeper hits for the first quarter. 














































































































































EMPIRE • MARCH 


Empire Interactive, developers of a variety 
of PC games, have decided to jump into the 
PlayStation mix and publish their popular 
PC pinball title, Pro Pinball — Timeshock! 
Timeshockl offers multiple viewing angles, a 
highly detailed dot-matrix display, four dif¬ 
ferent styles of play, a detailed statistics 
engine, over 30 digital audio tracks, runs at 
a blazing 50 frames per second, and is dis¬ 
played in the PlayStation’s highest resolu¬ 
tion mode (640 x 512). All of this should 
add up to the most realistic pinball experi¬ 
ence for novice gamers and hard-core pin¬ 
ball enthusiasts, alike. 


ACCLAIM • APRIL 


For the first two years of the PlayStation's 
existence, there was not a lot to choose 
from, in terms of wrestling games, but 
things have started heating up and Acclaim 
believes they have a worthy contender in 
" WWF 98. 11 The game, designed by Salt Lake 
City, Utah-based Iguana West (formerly 
Sculptured Software, the folks responsible 
for, among a ton of other games, 11 NCAA 
Basketball" and "Stanley Cup Hockey" on 
the Super Nintendo Entertainment System), 
features a number of realistically detailed, 
polygonal wrestlers in 1-4 player action. The 
design team is focusing on making the game 
more of a 11 simulation 11 than the other 

arcade wrestlers currently available. - 

(As soon as we figure out how you can ■ 
simulate a sport that is fake and made H 
for TV, we'll let you know.) Look for : H 
WWF 98 to hit retail in late Spring. 
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INTERPLAY • MARCH 


Now that the streets are pretty much cov¬ 
ered, (what, with at least 50 racing games 
available in the PlayStation’s library) it 
seems the waterways and oceans will be the 
next platform on which to race. Interplay’s 
Powerboat Racing will feature realistic 
water physics such as waves and wakes, a 
variety of locales to race through, day and 
night transformations, hidden short-cuts 
and multiple routes, jumps, ramps and 

obstalces to navigate over ___ 

and around, and several dif- ■HHgppS : ~ jf!! 

ferent modes of play from 

Championship to Slalom. We ifff; a M- 

should have a playable ver- 

sion by next issue. jgj|§|i 








































































































































FSY6N0SIS • MARCH 


Publisher Psygnosis and developers, Bizarre 
Creations, creators of the now legendary Formula 1 
racing game, are coming out this spring with yet 
another driving game titled Newman/Haas Racing. 
Like Sony’s CART World Series, this new racing simu¬ 
lation will feature many of the drivers of CART 
(which stands for Championship Auto Racing Teams, 
Inc —just in case you were interested) including 
Christian Fittipaldi, Michael Andretti, Jimmy Vasser, 
Arie Luyendyk and Robby Gordon. By the time the 
product is wrapped up, Psy gnosis is hoping to have 
fifteen or so different drivers to go along with the 
eleven licensed race tracks. Some of the tracks slated 
to be included are Laguna Seca, the Milwaukee Mile, 
the Rio 400, and Road America. The commentary will 
be provided by ABC/ESPN guys Danny Sullivan and 
Bob Varsha. While we haven’t had a lot of time 
behind the wheel, NH Racing should be on par with 
their FI series. Look for more info on Newman/Haas 
Racing in future issues of PSExtreme. 
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ACCLAIM • DECEMBER 


The long-awaited sequel to the all-time best 
selling PC title Myst is finally available for 
PC gamers, with the PlayStation version fol¬ 
lowing right on its heels. This five disc set 
sports over 4,000 CG images plus a total of 
70 live-action sequences — that’s three 
hours worth of animation for those of you 
keeping track. If you’ve played the original, 
than you know what to expect from Riven: 
a highly detailed, unfolding storyline and an 
expansive environment to explore, full of 
complex puzzles that will have you feeling 
like a complete nincompoop. Whether or not 
Riven will match the phenomenon of the 
first remains to be seen but, not to worry, 
we’ll be back, next issue, with a full report. 


It looks like the original video game action 
hero, Pitfall Harry, is getting ready to dust off 
18 years worth of 2D technology and go from 
a 2K cartridge to a 650 meg CD. Yup, 
Activision should have Pitfall 3D: Beyond the 
Jungle just about wrapped up. This in-house 
project has been in development for some 
time now, but it looks like Activision’s 
patience may pay off — the game is absolute¬ 
ly gigantic with over 21 very large levels to 
explore and dozens of different enemies and 
critters to wipe-out. There are also plenty of 
huge bosses to defeat and even some treasure 
to find. Other examples of how Activision has 
left in some tradition include lots of vines 
and shrinking tar pits to jump over. Cool! 


PITFALL 

ACTIVISION » MARCH 
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PUBLISHED BY ASC — DEVELOPED BY VISUAL CONCEPTS 


One is a tremendous experience. I have 
been playing the game for the better part 
of a week now and have just beaten it. It is, 
without qualification, the best shooter l have 
ever played... hut it is so much more than 
just a shooter. 

If you are a regular reader of PSExtreme, 
then you know that we have been excited 
about One since we first saw the game, back 
in May of 1997. Of course, at that point, it 
was the technology that wowed us and, while 
the graphics and special effects in One are 
on-par with the best the PlayStation has to 
offer and the explosions, animation, dark, 
moody graphics and 3D, go-anywhere worlds 
are beautiful to behold, it is One 1 s game- 
play that makes it a must-buy, Platinum title. 

One features six different worlds; the ini¬ 
tial prison escape, Rooftops, Mountain, 
Monorail, Lab and Undersea. Each has its own 
distinct graphic look and feel and, more impor¬ 
tantly, many variations on the basic game- 
play theme (oh, yeah... and no load time — 
the levels are constantly streaming off of the 
CD). The story finds you in the role of John 
Cain; a man who wakes up with a huge laser 
gun attached to where his left arm used to 
be. 1 named iateiy, he has to make a run for it, 
as sirens wail and the police come after him 
attacking with everything they’ve got. From 
the moment that the initial cinema rolls, show¬ 
ing the ABC Games, One and Visual Concepts 
logos as rooftop billboards in a Blade Runner- 
esq ue cityscape (that becomes the backdrop 
for the Rooftops world), you know you are in 
for a quality play, and One doesn't disappoint. 


The gameplay focuses almost as much 
on platform jumping as it does shooting, with 
enemies, weapon power-ups (including Flame 
Throwers, Missiles, Homing Missiles, Shells, 
etc.) strategically placed throughout the game 
(or hidden). The gameplay balance has you 
making precise jumps, running from, and 
a,voidi ng, the enemy. The enemy tends to attack 
in swarms and will hunt you down from off 
screen. Almost every object, be it boulder, oil 
can, tower, box, or crate, can be destroyed 
with your weapon or by bashing it at close 
range. Your character can jump, super jump, 
run, fire his weapon, punch (actually, it's 
more of a fore-arm bash), hang and climb on 
ledges, rappel down wires, do a jumping back- 
kick and crawl. In addition, Mr. Cain can go 
into a fit of "Rage", the gameplay element 
that is at the core of One's design. 

Instead of having a life meter, One 
employs what they refer to as a "Rage 
Meter". This throbbing, spherical icon in the 
lower right, corner of the screen controls both 
your health and your shooting strength. It 
varies from green (pea-shooter) to yellow (a 
little stronger with better aim), red (intense 
shooting ability with very precise aim) and 
white. When it turns white, you have a steady 
stream of gun fire that causes major damage 
and, if you hit the circle button on your con¬ 
troller, you will detonate your Rage Bomb and 
toast everything that is currently on the play 
screen. The Rage Meter is a stroke of genius 
and it makes the game even more intense as 
you are rewarded with more health for bei ng 
aggressive and attacking' eveiybociy, and every¬ 
thing, you see. 
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particular), you can lose a lot of lives. The 
game designers recognized this and located 
1 Up’s (free life) near most of the check¬ 
points. 

Graphically, One breathes the rarefied 
air of Crash Bandicoot 2, Gex: Enter the Gecko 
and Tomb Raider 2 and it features some of 
the best special effects yet to be accomplished 
on the PlayStation. As with the gameplay, the 
real-time 3D environments feature a lot of 
variety and different looks and you will find 





Each world ends with a boss that requires 
very unique attack patterns to beat. An exam¬ 
ple of this is the boss form world 5 (Lab). 
You find your character on a suspended walk¬ 
way that winds up and around the room. A 
huge mechanical spider appears at the ini¬ 
tial walkway and begins shooting you. Your 
first reaction is, of course, to fire back, but 
your bullets are deflected and fail to do any 
damage. What do you do? Well, 
the answer, in this case, is you 
start running up the ramps and 
the spider will follow you. Any 
time you find him behind and 
below the walkway you are run¬ 
ning across, you’ve got him. 

You see, the blocks that form 
the walkways turn red as soon 
as you pass over them and fall 
to the level below, inflicting dam¬ 
age on the spider. 

This attention to detail in 
what could have been a simple 
shooter is what makes One one 
of the five best PlayStation 
games of 1997. Every boss has 
a unique gameplay requirement 
for beating it and very little 
of it has to do with shooting. This attention 
to detail continues in how free lives and 
weapon power-ups have been placed within 
the game. In world 5, you are required to 
make a number of touchy, tough platform 
jumps between checkpoints. While you are 
learning this part of the world (each of the 
six worlds in the game are huge — cover¬ 
ing a lot of area, Rooftops and Mountain in 


yourself wanting to go back and see them 
again and again. The only negative comment 
that I have about One is that the camera sys¬ 
tem, while generally excellent, has trouble 
keeping up with you and, since you don't 
have any control over it (other than two 
degrees of zoom), you will occasionally find 
yourself fighting the camera to try to get a 
good look at your next jump or an enemy 
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that is firing on you from off-screen. 

One has everything a great game should 
have; beautiful graphics, a compelling story 
and play environment, a ton of variety and 
gameplay that keeps you both on the edge of 
your seat and the edge of sanity. Buy it, play 
it, live it — One is simply the best in its cat¬ 
egory and one of the most intense games I 
have had the pleasure of playing. 


Dave 
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COMPATIBILITY 


One has everything a great game should have; 
beautiful graphics, a compelling story and play 
environment, a ton of variety and gameplay 
that keeps you both on the edge of your seat 
and the edge of sanity. Buy it, ploy it, live it 
— One is simply the best in its category and 
one of the most intense games I have had the 
pleasure of playing. 


1 

Player 


Analog Controller 
Compatible 
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PUBLISHED BY EA — DEVELOPED BY NEUROSTONE 
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Electronic Arts is doing something a 
little different from the norm, for them 
anyway, by bringing out a racing game 
that doesn’t start with “Need for Speed.” 
Ok, so that’s not a real fair assessment, 
as Auto Destruct is more similar to a 
vehicular version of the Strike series (you 
know, Nuclear, Soviet, et al.). The goal 
is to get through the many different mis¬ 
sions that each stage presents. The action 
takes place in not-so-authentic replica’s 
of San Francisco, New York City, London 
and Tokyo. Each stage has about 8-9 dif¬ 
ferent tasks to accomplish — one at a 
time — much like the Strike series, 
although your weapon supply generally 
needs to be replenished after each mis¬ 
sion. You have an assistant, in the way 
of a helicopter pilot, that drops supplies 
throughout the city. There’s usually some 
interaction with the pilot on most levels, 
where he either leads you to the action 
or gives you the required weapons and 
armor. There are some spots in the cities 
where you can take your damaged car 
(looks like it has been fashioned after 
one of the cars in the Speed Racer car¬ 
toons) and get it repaired for a nomi¬ 
nal fee, as well as replenish your fuel 
supply. For some reason, the citizens of 
these cities aren’t too interested in money, 
as it lies around the streets, just waiting 
for you to scoop it up. Also, you can find 
extra weapons hidden in buildings and 
warehouses. The cities are pretty large, 
and it would be quite easy to get lost, if 


bcmb downtown and it's only a 

matter of Umo bafore ibis fioa* off, 
costing hundreds of litres. Race across 
the city and deal with this threat. 


you were searching aimlessly around 
looking for the much needed supplies (or 
more importantly, the very much need¬ 
ed repairs!). Thankfully, the developers 
put in a compass (or %av Pad”, as the 
female voice link of your group likes to 
call it) that points you in the right direc¬ 
tion. The white arrow comes on when 
your car is just about to blow up, let¬ 
ting you know that it’s time to stop what 
you’re doing, and find the repair shop, 
NOW! The green arrow indicates the loca¬ 
tion of your next assignment, and the 
orange arrow represents a bad guys’ vehi¬ 
cle. Oh yeah, the blue arrow indicates 
your chopper pal (although I don’t recall 
him/her ever having a name). The lit¬ 
tle icon cluster on the right shows your 
speed (in the form of a circular dial — 
no L.E.D. readout that says 153 MPH), 
a fuel gauge (same type of meter), your 
damage level, and the bad guy’s (that 
you’re trying destroy) damage meter. 
Weapons can be toggled through with the 
R1 button, and an icon will show up next 
to it, so you have a visual aid, just in case 
you forgot which weapon you selected 
(and this will happen frequently). 
However, I would have liked to see the 
font size a little bigger, both for the icon 
and the numbers that represent how 
many bullets, grenades, mines, or mis¬ 
siles that you have left. Sometimes you 
think you have eight homing missiles left, 
and it turns out to be only three — that 
can cause some grief. 

So what’s the story of Auto Destruct, 
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know where you are (for the most part). 

The gal doing the voice, briefing you 
on each mission and giving you constant 
updates, is done very well, and makes 
you really feel like being immersed in 
the action. The gameplay is pretty tight 
except for when the action becomes 
heavy, then the control seems to falter. 
This is due mainly to the fact that your 
car is accelerated by pushing up on the 


controller, as well as by hitting the X but- 



mm* 


All in all. Auto Destruct is a decent amount of 
fun, and the later levels will be challenging 
enough for most avid gamers. A good hybrid of 
games like the Strike series and Die Hard Trilogy, 
so if you tike those games, you If want to check 
it out. 






anyway? Well, it’s pretty brief, really. In ton. You may find yourself in a situation 
true Mad Max form, your wife and child where all you want to do is turn around, 
were apparently eliminated by a psycho but you may be pushing slightly up as 
cult called Disciples of Lazarus and now you go left or right, and thus you've just 
an unnamed group has given you the moved yourself from where you wanted 
chance to get even. Naturally, you take to he. Same goes for reverse, as this is 
them up on the offer and have at it. There accomplished by pushing down, so you 
are no “extra” lives, so you only get one may find yourself going backwards when 
chance (that’s why getting to the repair you don’t want to. Again, this really only 

see what we mean). Of 

course, that’s not to say the the graph- occurs when things get hectic, but it’s 
ics are “earth-shattering” in Auto still annoying. 

Destruct, just that they are much more All in all, Auto Destruct is a decent 
improved over a first generation title, amount of fun, and the later levels will 
The action in San Francisco takes place be challenging enough for most avid 
during the day, New York City at sunset, gamers. A good hybrid of games like the 
Tokyo at night, etc... For whatever rea- Strike series and Die Hard Trilogy, so if 
son, the graphics just seem crisper in the you like those games, you’ll want to check 
daytime, and certainly make it easier to it out. 
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PUBLISHED BY THQ — DEVELOPED BY REVOLUTION SOFTWARE 


Back in mid* 1996, Virgin Interactive 
released two point-and-click adventure 
games for the PC. One of them, Toonstruck, 
was a fairly blatant rip-off of the “car- 
toons-meet-reality” movies, Who Framed 
Roger Rabbit? and Cool World. It cost a 
small fortune to make (over $10 million, 
said more than one gossip hound) and 
was advertised like crazy, but it bombed 
at retail, because it wasn't remotely as 
funny as Virgin believed it to be. The other 
game, Circle of Blood, also bombed, but 
only because there weren't any adver¬ 
tising dollars left — the game itself was 
wonderful, and I've always been a little 
peeved at Virgin for half-heartedly throw¬ 
ing it onto the shelf without giving it a 
chance. 

The European developers of the 
game, Revolution Software, produced a 
PlayStation version of Circle of Blood, but 
Virgin declined on bringing it over to the 
IX. S., perhaps burned by the poor sales of 
the PC version. That 1 s where THQ stepped 
in, grabbing the Stateside distribution 
rights and going with the game 1 s slight¬ 
ly catchier European title, Broken Sword: 
Shadow of the Templars. (Am I the only 
one who' s noticed that THQ has arguably 
become the leading importer of Japanese 
and European PlayStation titles?) 

The storyline casts you as George 
Stobbart, an American tourist in Paris 
who ’ s very nearly killed when a bomb 
goes off inside a nearby cafe. As he inves¬ 
tigates the circumstances surrounding 
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the explosion, and ends up jet-setting 
all over Europe, Stobbart is drawn into 
the mysterious world of a secret soci¬ 
ety, and encounters a great many per¬ 
sonality-filled people: French photo¬ 
journalist Nicole (schwing), British aris¬ 
tocrat Lady Piermont, Irish scamp 
Maguire, and many, many more. 

Revolution Software' s previous PC 
adventure games, Lure of the Temptress 
and Beneath a Steel Sky, were both spec¬ 
tacular — not quite as funny as Lucas Arts 
games, but definitely their equals in well- 
written dialogue, snazzy graphics and 
clever puzzles. Broken Sword continues 
in that fine tradition, with many talent¬ 
ed folks helping to produce it. The artists 
(who hand-painted and scanned in their 
work) used to toil for Don Bluth Studios, 
the animation house behind the classic 
laserdisc coin-ops Dragon's Lair and Space 
Ace. The music was composed by 
Barrington Pheloung, who scored the films 
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plays nearly as well with the control pad. 

Why I really enjoy Broken Sword over 
the PlayStation s other British-developed 
point-and-click adventures is that it's 
actually funny (Discworld I and II and 
Blazing Dragons both relied far too much 
on puns) and it's exceedingly well-writ¬ 
ten. After playing this game, thinking 
of the dialogue " and 11 characterization" 
in a game like Resident Evil will make 


you wince. 



Nostradamus and Truly, Madly, Deeply. The only thing I don 1 1 like about 
(No, I' ve never seen either — I would 1 ve Broken Sword: the exceedingly long load- 
rented 'em last weekend, but there was ing time between locations. It's definite- 
a copy of Escape From L.A. practically ly on the annoying side, and sorely 
calling out my name.) The story was writ- tempted me to drop the game down to a 
ten by a former scriptwriter and editor Silver X rating. But, darn it all, the sto- 
for the BBC, Britain's most respected tele- ryline is too strong and the characters 
vision network. The voice acting is done are too interesting to punish the game 
by a professional cast with not a clunk- for a technical problem, 
er in the bunch. (These peo¬ 
ple are all much too 
professional for the game 
industry and should imme¬ 
diately return to their real 
jobs.) The entire adventure, 
between the plentiful dialogue 
and the medium-difficulty puz¬ 
zles, takes a good 30-40 hours 
to complete. 

The gameplay is very sim¬ 
ple and very user-friendly: 
if you have a scrap of expe¬ 
rience with a point-and-click 
adventure game, you know 
exactly how to play Broken 
Sword. You move a cursor 
around the screen which turns 
into a hand when there's 


I felt strangely compelled 
to order another even 
though my every instinct 
warned, nra against it,. 
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something to pick up, flapping lips when 
there 1 s someone to speak with, or a rotat¬ 
ing gear when there's something to 
manipulate. Moving the cursor to the top 
of the screen causes your item invento¬ 
ry to appear, so you can click on an item 
to use it, then click on an item on the 
screen. There's built-in support for the 
PlayStation Mouse, although Broken Sword 


Broken Sword is the first in a planned 
trilogy; Broken Sword II is already out 
for the PC, but it's not known if a 
PlayStation version is yet in the works. 
Hey, I guess we should just be happy to 
get such a high-quality point-and-clicker 
for the PlayStation (even though, as 
always, it's arguable whether this type 
of game belongs on the PlayStation at all). 

Zaoh 




— 


Broken Sword is the first in o planned trilogy; Broken 2L 
Sword II is already out for the PC, but it's not known 
if a PlayStation version is yet in the works. Hey I guess 
we should just be happy to get such a high-quality 
point-and-clicker for the PlayStation (even though, 

i ’ 

as always, it's arguable whether this type of game 

belongs on the PlayStation at all)* j— i 

E'■ 

. v-. " ■ " 


COMPATIBILITY 


P layer 


■r. 


Mouse 

Compatible 


.. 


,-V| 


u-c..- 




j.j — 11 . .u. 






























































































































PUBLISHED BY WORKING DESIGNS — DEVELOPED BY MATRIX SOFTWARE 


IDelzas 


you make me laugh, feeble one! 
fio otie has the power to slop me now! 
Especially not a miserable human. 


Before I start the review, we have 
to reveal a "conflict of interest": 
PSExtreme contributing editor Zach 
M S.T,A.R.S. team member" Meston worked 
on the script for Alundra. (He estimates 
about 30-40% of the text is "all mine, 
baby!" What a stud.) So, bearing in mind 
our "bias," here we go. 

Originally published by Sony of Japan 
in early 1997, Alundra is the first RPG 
from Working Designs, for the PlayStation, 
and the company' s second game (their 
first was the shooter Raystorm). The sto¬ 
ryline centers around a young man with 
the power to enter the dreams of others. 
His own dreams lead him to a village 
where the people are having awful night¬ 
mares, and it's there he learns of his des¬ 
tiny, and of mankind 1 s awful fate if he 
fails to fulfill that destiny. Yeah, you have 
to fight a big bad wizard at the end, but 


(C) 1997 Sony Computer Entertainment 
English Translation (C) 1997 Working Designs 


Alundra 1 s major influence: The Legend of 
Zelda. 

All of the movement and combat in 
Alundra is in real-time, a-la Zelda. You 
can chop down bushes with your sword, 
a-la Zelda. There are many places on the 
game's massive "overworld" map you 
can 1 1 reach until you find certain items 
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at least the story is a LITTLE different 
from the norm. 

Several employees of Matrix Software, 
the developers of Alundra, are ex-employ¬ 
ees of Climax, a developer that cranked 
out Landstalker for the Sega Genesis and 
Dark Savior for the Sega Saturn, which 
were both action/RPGs also. Alundra's 
main character looks almost identical 
to the characters in Climax's earlier 
games — all three games feature a pointy- 
eared elf with a backpack and hippie- 
length hair — but the angled-3D viewpoint 
of the Climax games has been tossed in 
favor of a 2D overhead view, which betrays 


or solve certain puzzles, a-la Zelda. Of 
course, if you're going to rip off anoth¬ 
er game, Zelda is a darn good choice. 

Alundra is absolutely stuffed with 
dozens of increasingly tricky logic puz¬ 
zles and studly monsters of all shapes 
and sizes, although there's a crusty old 
fortune-teller who gives you clues when 
you're totally confused. Gamers used to 
the sedate pace of "everyone takes a turn" 
RPGs are going to get creamed until they 
shake the rust off their hand-eye coor¬ 
dination. The monsters in Alundra are 
cagey critters, alternating between defense 
and offense instead of standing there like 



Bonaire 


gilded Falcon obtained] 


Dude, did you have a good dream 
last night? tpine mas a most 
excellent slumber experience, bro. 
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Ttjc ijefatinoid bas been defeated! 
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aiutidra solemnly places llje bouquet 
on Olen's yraue and prays silently. 


JJes/I knout, aiutidra 


ctidell bas 


suruioed. Tbe gods beld forth a thread 
f. of salvation for bis soul. 


Wukiki!! ltoiu about that? Does that 
hurt, furless one? Does it make you 
bleed? 


If you enjoyed Zelda, or you crave an 
action/RPG, or you want to see why Working 
Designs is the most revered and reviled com¬ 
pany in the role-playing community, Alundra 
is absolutely the game for you. Even without 
the brilliance of Zach's scriptwriting (shyeah, 
right), the sheer amount of action/adventure 
gameplay makes Alundra a must-buy. 
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sword and advancing to a magic bow and 

fiery wand as you save up enough gold The music is MIDI stuff from the 
to buy better weapons and armor. PlayStation sound chip, not Redbook Audio, 

There 1 s a hefty amount of dialogue but it's really good, with only a few annoy- 
— just about every event in the game ing tunes. There 1 s no sampled speech and 
causes the village people to say something surprisingly few sound effects, 
different. Working Designs is legendary 
for their hilarious humor, and 
although Alundra is a lot more 
serious than some of their 
other games — the plot has 
heavy religious overtones, and 
there' s a surprising amount 
of death — there are still some 
wonderful jokes (none of 
which were written by Zach) 
to lighten the mood. I don't 
know how many RPG’ers care 
about great translation but, 

Americanized text doesn't get 
any better than this. Working 
Designs 1 RPGs are the only 
ones in which talking to peo¬ 
ple is a pleasant task instead 
of a tedious chore. 

The graphics are on the 
disappointing side: dingy and flat, with If you enjoyed Zelda, or you crave an 
lots of muted browns and greens, and a action/RPG, or you want to see why 
two-dimensional-cutout look to some of Working Designs is the most revered and 
the larger bosses. When there are only reviled company in the role-playing com- 
a few moving creatures on the screen, munity, Alundra is absolutely the game 
everything moves at a brisk pace, but for you. Even without the brilliance of 
when the body count gets over a dozen, Zach's scriptwriting (shyeah, right), the 
Alundra suffers some of the worst slow- sheer amount of action/adventure game- 
down 1 1 ve ever seen on the PlayStation, play makes Alundra a must-buy. 


lil. 


iHi 

1 

Player 





Jra_ 




ife 







hj.41,; M 

: 1 . r .. 4 B 

(t • . J 

tefc.Ullj. 

“ftY tpi 

' L I t-Mms 

























































































































mam 






: i m 


I MICRO MAOflNB V3 

L ^ PUBLISHED BY MIDWAY AND DEVELOPED BY CODEMASTEBS 


7 £ 


Here’s a game that many of you 
should, recognize just from the name 
alone — Micro Machines V3. Yes, if 
you’re young enough, you probably 
have some of the cars in your toy box; 
if you’re a little older, you may remem¬ 
ber having some of these as a kid; or 
if you’re a little older still, you may 
have purchased these gizmos for your 
kids/nephews/nieces/and younger 
siblings. Ok, so you’re familiar with 
the little cars, and heck, you may 
have even played the 8-bit and 16-bit 
versions, thus the “V3” at the end 
of the title. Well, the developers, 
Codemasters, have brought these mini 
Hot Wheels™ to life on the 32-bit 
PlayStation, and the transition has 
been done reasonably well. 

In Micro Machines V3, there are 
numerous gameplay styles, ranging 




(where you leap from table to table, 
and even drive into a beaker, get melt¬ 
ed down into a liquid that then gets 
heated up and has your car re-mate - 
rialize), and a very cool pond track, 
complete with lily pads, frogs and 
dragonflies, to name a few. One of the 
drawbacks to the highly detailed cours¬ 



from one to four players, Challenge 
Mode (you vs. four computer oppo¬ 
nents), Time Trials, Driving School, 
“Keepsies” (where the winner gets 
the losers’ car), Knockout (try to elim¬ 
inate the other players) and three dis¬ 
tinct skill levels (beginner, tricky, and 
difficult). There are four tracks in the 
beginner’s mode, and five each in 
tricky and difficult. The tracks are 
incredibly detailed and varied. Your 
little screamers race around fancy 
restaurant tables (complete with forks, 
napkins, plates and salt 8e pepper 
shakers), chemistry class rooms 


es is that they are veiy short. In fact, 
most laps are completed in 10-15 sec¬ 
onds, which leads to races that last 
less than FORTY seconds. Uh, don’t 
blink, or you might miss the action! 
Each track uses a different car too, 
like dump trucks, buggies, Indy cars, 
tanks and more! There are also dif¬ 
ferent power-ups to be found along 
the course, such as this snatcher thing 
that picks up the guy ahead of you 
and moves him to the back, and this 
big ‘ol mallet that can be used to 
whomp on the car in front of you. The 
tanks come standard with cannons 
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Micro Machines is an entertaining change of pace, 
but the long term replay value just isn 't there to keep 
most gamers playing for more than a couple of 
hours. While the game does offer up nice sound 
effects, power-ups, and plenty of play options, there 
just isn't enough here to make it much more than 
an occasional party game with a few of your friends. 
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that you can fire at your opponents, 
and what’s even more rad, is that the 
cannon halls interact with the scenery, 
so they will bounce off of the walls 
and other 3D pieces scattered through¬ 
out the course. Once you progress a 
bit, and get up to the “bigger” tracks, 
you can expect the races to last about 
a minute and ten to twenty seconds. 

Again, that’s way too 
short, and one of the «———■ 

areas that need to he 
worked on for future (?) I 
Micro Machines. Since the I ™ y 
idea behind MM is to race I y 
miniature cars around 1 *■ 
real world child play- I -r tsK 
grounds (backyard lawn I , 
and dirt, sandy beaches || 1 

with lots of pebbles, and || / « 
kitchen tables),why not II i 
make the course use up I 
huge sections of the house, -1 
like starting out in an I 
upstairs bedroom and II 
then racing down the I 
stairs, through the hall- l^^g 
way closet, into the fam- * 
ily room, around the fireplace, out the ing change of pace but, the long term 
doggie door and into the garage? Now replay value just isn’t there to keep 
that would make for some choice most gamers playing for more than 
scenery! The second biggest prob- a couple of hours. While the game 
lem for this top-down racer is the cam- does offer up nice sound effects, 
era position. Although it does tilt a power-ups, and plenty of play options, 
wee bit, and gets a little closer every there just isn’t enough here to make 
now and then, the game would real- it much more than an occasional party 
ly benefit from dropping the angle game with a few of your friends. 

Eric 


down halfway and giving the player 
more of a 3D, behind the car feel to 
it. While certainly arcade-like, the top 
down viewpoint really limits the 
gamer to what he can or can’t see. 

Micro Machines is an entertain- 
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PUBLISHED BY HASBRO — DEVELOPED BY GREMLIN 


_ 


Ah, Monopoly. The game every 
American is (or should be) required by law 
to play as a youth, the game in which you 
subconsciously learn math skills as you buy 
and sell properties, the game in which 
you' re constantly trying to sneak $500 bills 
out of the money tray while the frequent’ 
ly preoccupied banker isn't looking. But as 
we march bravely into the 21 st century, 
it's increasingly obvious that video games 
are the new board games, the new enter¬ 
tainment around which kids (and grown¬ 
up misfits like myself) bond and socialize. 
Hence, Monopoly makes an obvious can¬ 
didate for PlayStation conversion, as you 
can let your PS handle all the math while 
you focus on the fun of bankrupting your 
" friends." 

The PlayStation adaptation of Monopoly 
is an excellent one, thanks to the consid¬ 
erable talents of Gremlin, best known for 


MGNGPCty tlie distinctive design of Urn 
garfte board, the four corner siiuerek as 
wcl os each of the dorvitfr/e Sonenta 
of ttie fcoaid and ptejra pieces are 
trecteiarks of Hesbro, lie. for i is TeeJ 
estate tfgdimi gaae and gar*: equipment 

1957 tfa&rc Interactive,Joe. 
til1 rig hit s rcjer d ji, 


chasing and trading properties. By the way, 
regardless of what the game' s packaging 
says, you don't actually need a Multi Tap 
to play with more than two humans; you 
just have to pass the controller around. 
Before starting the game, you can customize 
many of the game rules — do you know 
anyone who DOESN'T play with the rule 



B. and 0. Seilrcsd 


IP 2 stations 
are owned 

IP 3 stations 
are owned 

IP 4 stations 
are owned 


Mortgage Value 


that all fines are paid to the Free Parking 
space? — or even try some of the European 
rules (example: being unable to roll again 
after leaving jail with doubles) for a dollop 
of international flavor. 

Monopoly's interface is a user-friend¬ 
ly point-and-click deal, with animated icons 
reinforced by text at the bottom of the 
screen. (Lookit the screenshots and you'll 
see what I mean.) It only takes one or two 
games worth of learning curve before you're 
practically flying through the various option 
screens during your turn, making deals and 
developing your properties with equal 
amounts of ease. Since I'm cursed with a 


developing the mega-bloody shooters I rnded 
and Reloaded. (In case you're wondering, 
no, Rich IJncle Pennybags hasn't been 
equipped with any sort of weaponry.) 
They've kept the gameplay speed brisk, and 
nicely integrated the benefits of modern 
technology into Monopoly' s sixty-year-old 
design, although I've been searching in vain 
for a sneak-out-$500-bills cheat code. 

Setting up a game is easy: just select 
two to eight players in any combination 
of human and computer foes, assigning a 
token to each. The ten AI opponents are 
ranked for intelligence and caution, a mea¬ 
sure of how careful they are when pur- 
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You hawe won SE< 

ha beauty c 

MLLEC T 


With! house 
With Z houses 
With 3 houses 
With ^ houses 
WITH HOTEL 

Cost of each House, 
Cost of Hotels, 
plus 4 houses. 


Mortgage Vefue 120 


reeae 


Monopoly has always been an 


lor 2 
Players 


Mouse 

Compatible 


CHANCi 




multitasking brain and short attention span, 

I always get frustrated when other players 
take too long and turn a single game into 
a three-hour ordeal; now I can cram three 
or four games into a few hours while simul¬ 
taneously blabbing with someone on the 
phone thanks to the PlayStation version's 
snappy pace. 

The AI players are sometimes insult¬ 
ing, offering the same horrible __ 
deals over and over again 8SHjHUi 
before realizing you won 1 1 go gl ~ q 
for it, but that's a minor logic II f t * . 
flaw. For the most part, they I L J. 
play wisely (within the limits I ^-|S| 
of their intelligence/courage set- I 
tings, of course). For someone I $ 
like me, who manages to con I *v, 
friends into coming over maybe I 
once a week (offerings of beer I C 
and pizza seem to be most effec- I 
tive), the AI opponents are won- II '"A 
derful, because they're not just II 
practice dummies; they make II 
you work from start to finish. H 

Monopoly's graphics are II - 

on the sparse and functional l^^^_ 
side, with muted colors and 11m- 
ited animation. A full-motion video clip is lent strategy game, and the PlayStation ver- 
played whenever a piece moves, and while sion rocked my world with its speedy pace 
the clips look cool, they slow down the game and solid AI opponents. If you have any- 
to the point of annoyance. Fortunately, the thing more than a passing interest in the 
wise men and women at Gremlin allow you board game, this version is definitely worth 
to switch ' em off. And in what I personal- your time and karmic energy. (And, hey, 
ly found to be a minor bummer, the Chance maybe Hasbro will consider putting out Star 
and Community Chest cards don't have the Wars Monopoly for the PS like they did 
cool illustrations of the board game, just on the PC...) 


plain-Jane text. The limited sound effects 
are fine, but the three musical tracks (you 
choose one to play during the game) all get 
old in a hurry — like the video clips, it Won't 
be more than a day until they get the boot. 

Monopoly has always been an excel- 
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Command and Conquer was, without 
a doubt, the best PC Conversion for the 
PlayStation last year. As we all know, PC 
Ports don’t generally translate very well 
on consoles and the sales figures have 
proven that. Command and Conquer broke 
that tradition and its sequel, Command and 
Conquer: Red Alert is about to dispel that 
myth for good. 

As you may recall, the original 
Command and Conquer pitted good against 
evil in a battle for world domination. The 
sequel does pretty much the same thing, 
but adds a little more historical perspec¬ 
tive to the mix. Red Alert gives you the 
option to play as either the Allies or the 
Red Menace (Stalin and his boys) in a fic¬ 
tional battle for the control of Europe and, 
ultimately, the world — a video game 
rewrite of modern history. (Why not? 
Everybody else seems to want to rewrite 
history.) 

While there are still many similarities 
between the original and its new sibling, 
there are also some significant improve¬ 
ments. Aside from the historical perspec¬ 
tive, this time around you get to battle over 
air, sea and land, with the use of spies, sub¬ 
marines and various other naval vessels, 
not to mention some cool aircraft. The abil¬ 
ity to control so many aspects of a battle 
simultaneously, is a vast improvement over 
last year. Additionally, the battle maps are 
almost two times larger than the original 
Command and Conquer, which makes for 
some very interesting planning sessions. 


PRESS 9 TO 
CONTINUE 
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There are over two dozen Allied and Soviet 
missions, which are evenly spread out — 
from a challenge perspective. The levels 
don’t necessarily get harder as you go along, 
they sort of go back and forth between 
heavy fighting and intense strategy. This 
is actually a nice break from the white 
knuckle pace of most of the strategy games 
that I am accustomed to playing. 

When it comes to gameplay, Red Alert 
delivers. Although, you’re not going to notice 
a big difference in the way Red Alert looks 
over the original, you will notice a big dif¬ 
ference in how the game plays. The lev¬ 
els are much larger and require significantly 
more unit interaction to accomplish the 
assigned mission. You absolutely have to 
use all of your available assets if you have 
any intention of making it to the next level, 
Speaking of using the available assets; if 
you’ve played the original, you’ll feel right 
at home with the play mechanics. As in the 
first, you must start out by building a mobile 
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construction site and then aquire the rest 
of your assets. In the original, Tiberium 
was the crop you needed to harvest to earn 
your blood money. In Red Alert, you must 
still harvest, but the crops are just referred 
to as “valuable minerals”. Who knows, it 
might just be Plutonium! Once the harvest 
has begun, you must then decide on which 
assets to purchase next and how many 
of each you will need to accom¬ 
plish the mission. Let’s see, 
what helps more; airstrips full 
of Migs or a Sub Base full of 
Submarines? Ultimately, that 
is left for you to decide but, 
believe me, a little bit of every¬ 
thing is the key. 

Graphically, you won’t 
notice a whole lot of difference 
from the original. The per¬ 
spective is still top-down and 
the 2D graphics are still crisp 
and bright. In this 3D obsessed 
PlayStation world we live in, 
it’s nice to see a game that 
probably works better in 2D 
than it would in 3D. 
Additionally, the sound is just 


In the end, Red Alert is a solid sequel 
and one that deserves close attention. 
Although there are plenty of games to 
choose from this holiday season, few, if any 
have the depth and limitless replay value 
found in Red Alert. Probably the most sig¬ 




as good, if not better than it was last year. 
Command and Conquer was one of the few 
games I’ve reviewed for the PlayStation 
where the music had a significant impact 
on my desire to play the game. It keeps 
your adrenaline up and makes you want 
to keep coming back for more. The same 
can be said for Red Alert: the music is an 
integral part of the overall experience. 


nificant aspect of the game, however, is 
that you would never know that it is a 
PC port. The game plays like it was designed 
exclusively for the PlayStation with a true 
console feel to it. Westwood left no stone 
unturned in the development of Red Alert. 
It’s a quality title from top to bottom and 
is definitely worth the price of admission 
for strategy game enthusiasts. 






























































































All, the winds of change of have blown 
in like a Sahara sand storm. What was 
once the sultan of hoops, is now just a mere 
street urchin. What the heck am I talk¬ 
ing about? Well, the straight truth of the 
matter is that Konami’s NBA in the Zone 
franchise is no longer the gamers’ choice 
when it comes to b-ball video games. Last 
year, it was pretty much a unanimous deci¬ 
sion that ITZ2 was the best game to be 
had, even though the stats database was 
non-existent. It had great arcade game- 
play, looked good and played quick. Well, 
somewhere over the course of a year, most 
of these elements got lost, and what we 
have instead is all the stuff that I’ve list¬ 
ed in the rest of this article. You know, I 
don’t like to start off on a bad note but, 
g'eesh Gomer, I was expecting a whole heck 
of lot more than what I got here, that’s for 
sure. 
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“KJ!”, and does an adequate job telling you 
who scored the bucket. But don’t look for 
any play-by-play, this is strictly arena P.A. 
which (as you’ve read a hundred times), 
is fine for me. The graphics got souped up 
for ’98 as well but, I’m not sure if this is 
a blessing or a curse. Why? Well, much like 
Midway’s NBA Fastbreak, it looks like the 
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Well, where should we start, eh? I guess 
we could head right to what’s new, and 
that would obviously be the stats. There’s 
now complete stat tracking for teams and 
players, as well as league leaders. You got 
your basic PPG, APG, SPG, RPG, TOPG and 
MGB’s. No, just made that last one up but, 
you get the idea — all the stat categories 
are in there. The stats screens are very 
bland — no frills here — and the font that’s 
used is really generic and a bit on the small 
side. There’s also a new announcer dude, 
Ray Clay, who’s the real life voice for the 
Bulls. He certainly gets the nicknames in 
there... “ZO!”, or “Monster Mash”, and 


medium-rez mode of the PlayStation has 
really slowed things down for fPZ ’98 but, 
it’s even SLOWER than Fastbreak! I even¬ 
tually got used to the speed (or lack there¬ 
of) in Fastbreak but, I can’t say the same 
for rrz. Sometimes, it’s just painful to watch 
these guys crawl down the court, or stand 
around after a made basket, and then two 
or three seconds later decide to go inbound 
the ball. Then, there’s the occasional “brain 
freeze” that the computer suffers, where 
the guy that catches the pass just stands 
there, holding it like a sack of potatoes 
while his four teammates appear to be 
nailed into the hardwood. Everybody just 
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turbo button (impossible to out run any¬ 
one)? Where's a decent camera angle? We 
waited a whole year for the addition of the 
“top down” angle? Please, if anybody out 
there actually asked for this camera angle, 
then I’m the next President of the United 
States. Wow, the 3/4 angle works best, and 
it even brings the action a tad closer but, 
it still can’t compete with the options in 
either Live 98 or Fastbreak. And the same 


can be said for the instant replay... I want 



Now, IVe bagged the entire time on a pretty decent 
game of hoops, but the reality is that the game isn't 
better than ITZ2, let alone the current crop like Live 
98 or Fastbreak 98* Konami apparently wanted to 
make the game more "simulation-like" in speed and 
stats, but didn't do anything to improve on the game- 
play or animations* Maybe they shouldn't have taken 
us so literally when we said all ETZ2 needed was a stats 
data base..* 


lor 2 
Players 


to he able to zoom in on the action. There 
are many times (ok, now here’s something 
positive) when your jaw drops and you 
say, “Man, I gotta see that again!”, and the 
IR lets you down, 'cause you can never get 
the angle or the closeness you want (or 
expect). 

Wow, I’ve hagged the entire time on 
a pretty decent game of hoops but, the 


stands there until there’s one second left 
on the shot clock, and then the dude with 
the pea fires up a shot. Wow there’s twen¬ 
ty four entertaining seconds of action, 
whew! Granted, this only occurs a cou¬ 
ple of times a game but, it’s still annoying 
as Pauly Shore (beat that dead horse!) 
when it happens. But, back to the point; 

ITZ ’98 appears to be running at half the 
speed of last year’s contest, 
and for those of you looking 
for that quick, arcade pace of 
play, forget it! 

So, we’ve got a new look 
and a new voice and a new 
game speed. But what isn’t 
new are the animations. Geez, 
the blocked shot animation is 
exactly the same (as is the 
sound of smacking the ball), 
the reach-in for the steal is 
exactly the same (although 
your guy doesn’t slide 
halfway across the floor like 
he did last year), every sin¬ 
gle dunk animation is the 
same, the rebounds are the 
same, the hall still bounces 
off the rim the same, the special move ani- reality is that the game isn’t better than 
mations are the same, hacking down a ITZ2, let alone the current crop like Live 
player is the same, passing is the same 98 or Fastbreak 98. Konami apparently 
(although there may be a couple of new wanted to make the game more “Simula- 
passes thrown in), fade aways and lean- tion-like” in speed and stats but, didn’t do 
ins are the same, and the standard jumper anything to improve on the gameplay or 
is the same. C’mon, Konami, we waited animations. Maybe they shouldn’t have 
a year for more than just the stats! Where’s taken us so literally when we said all I I’Z2 
icon passing? Where’s the “turbo” in the needed was a stats data base... 
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1 1 m coming clean, confessing my 
sins, cleansing the palate, embracing 
the light: I considerably overrated last 
year's FIFA 97, considering its numer¬ 
ous flaws (poor gameplay speed, slug¬ 
gish control, bizarre ball physics), which 
of course seemed a lot more annoying 
after 1 1 d turned in the review. But I 
am very confident I won't be feeling 
any future guilt for doling out an equal¬ 
ly huge number to FIFA Road to World 
Cup 98, as this is truly the best next- 
generation FIFA since the classic 3D0 
version. EA has created a near-perfect 
balance of audiovisual excellence, pin¬ 
point control and intuitive gameplay. 
So, uh, anyone wanna buy a used copy 
of FIFA 97? 

The main menu busts out the fol¬ 
lowing options: Friendly, Road to World 
Cup 98, League, Training, Penalty 
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series). Customize Squad lets you edit 
teams, make trades and edit or create 
players. 

FIFA 98' s controls (which include 
excellent Analog Controller support) 
are darn near flawless, if a bit laggy 
at moments. Sprinting (which fatigues 
players if used too much) , passing (reg¬ 
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Shootout and Customize Squad. Friendly 
is a one-game exhibition. Road to World 
Cup 98 is the butt-kickin 1 est mode in 
the game, allowing you to take a nation¬ 
al team from the first stages of qual¬ 
ification all the way to the World Cup 
finals in France (if you 1 re wicked good, 
of course). League lets you arrange up 
to eight teams in a single, uh, league. 
Training is a practice mode in which 
you go through various offensive and 
defensive drills. Penalty Shootout is 
a best-of-five-kick playoff (commonly 
seen in more arcade-oriented soccer 
games, this feature is new to the FIFA 


ular and "through"), lobbing (long, 
short, "through" and self-lobs) and 
shooting (regular, quick/low and chip) 
are done with the four action buttons; 
L and R buttons are used for passbacks, 
jumping over slide tackles, and inten¬ 
tionally flopping to try and draw a foul 
(love this feature!). The defensive moves 
are equally intuitive and easy to pull 
off. Lastly, there' s the " Skill Mode": 
by pressing L2/RS and a combination 
of action buttons, you can execute 360- 
degree spins and other superfly maneu¬ 
vers. The manual only gives two Skill 
Mode moves, allowing you to discov- 
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than tackles from the side or front. As 
for the sound and music, it 1 s insane¬ 
ly great (and in Dolby Surround). The 
crowds roar and chant and the com¬ 
mentators (John Motson and Andy 
Gray, back from FIFA 97) keep up with 
the action. EA even included the hyper- 
catchy tune " Song 2 11 from Blur — you 
know, the "Whoo-HOO!! 11 song. 

The only real flaws? The menu 
screens are frustratingly unintuitive 
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Between this and their other great '98 editions, 
EA Sports has finally reclaimed their title as 
the gaming world's number one sports devel¬ 
oper, FIFA 98 is plain and simply awesome, and 
I don't see how it can get any better/ other than 
better menus and a speedier frame rate 
(although/ EA keeps managing to surprise me). 


(even when reading the manual, I had 
trouble navigating through the options); 
I'd like the choice to listen to the awe¬ 
some music during the game itself, not 
just during the menus; the frame rate 
isn't consistent, occasionally huffing 
and puffing when too many guys are 
on-screen. 


er the rest on your own (neat). And, 
of course, the game is absolutely jam- 
packed with options: you can adjust or 
toggle on/off just about every feature. 

New features (other than Road to 
World Cup and Penalty Shootout)? More 
stadiums (16 in all, with varying pitch 
sizes); more players and teams (6,400 
real-life players on over 360 nation¬ 
al and league teams); much 
better ball physics; one- mhhm 
touch passing; the return 
of difficulty levels (FIFA 97 |(§ 1 . 

" self-adjusted 


to your 
playing style); more man¬ 
agement options (man 
marking, attacking bias, 
individual player position¬ 
ing). I was happy to note 


carried over from FIFA 97, 
although I was a little 
bummed that they didn't ; 
include the fascinating vari- 1 

ation of beach soccer, which 
I' ve seen being played on 
ESPN2 at 3:30 AM, right |L_— 
after the Red Man Tobacco- 
Spitting World Championships. 

FIFA 98 has taken the graphic 
detail down a notch from FIFA 97, but 
this was a wise sacrifice, because it 
allowed the developers to boost the 
speed and provide much smoother and 
more varied animation via the magic 
of " MotionBlending" (TM) — for exam¬ 
ple, tackles from behind look different 


Between this and their other great 
'98 editions, EA Sports has finally 
reclaimed their title as the gaming 
world's number one sports developer. 
FIFA 98 is plain and simply awesome, 
and I don 1 1 see how it can get any bet¬ 
ter, other than better menus and a 
speedier frame rate (although, EA 
keeps managing to surprise me). 

Zach 


ft 

1or2 ' 
Players 


^ * ‘ 

Multi Tap Adaptable^ 
1-8 Players 


fV'- 

Analog Controller 
Compatible 




















































































































% 






One of my favorite games for the 
PlayStation is, without a doubt, Konami’s 
International Track and Field. There is more 
replay value built into that game than just 
about any other game in the PlayStation 
library. Just in time for the this year’s 
Olympic Games, Konami is bringing “Nagano 
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Winter Olympics ‘98” to the PlayStation. 
As soon as this title showed up in the office 
I jumped on it, hoping that I would be treat¬ 
ed to a winter version of the stellar track 
and field title. I’ve had high hopes for this 
title since I first saw it at E3 this sum¬ 
mer and, since there hasn’t been a really 
good party game since International Track 
and Field, my expectations are even high¬ 
er. 

The game has the offical Nagano Winter 
Olympics license and each event is centered 
around the actual location. In Nagano, you 
get a total of thirteen Olympic events, includ¬ 
ing a Challenge Mode, as well as the stan¬ 
dard Olympic competition. The thirteen 
events include three different Downhill 
Skiing events, four different Speedskating 
events, Bobsled, Luge, Snowboarding, Ski 
Jump, Freestyle Aerials and this thing called 
Curling that I’ll get into in more detail a lit¬ 
tle later. At first glance, you might think 
that thirteen is just a tad too many events, 
but ultimately I think it works pretty well. 
If you’re familiar with these types of games, 
than you’ll undoubtedly know that they are 
a button masher’s dream. Nagano’s a little 
different, however, as the Skiing, Freestyle 
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oriented. Don’t fret, however, the speed¬ 
skating events have more than enough but¬ 
ton mashing to satisfy even the most hard 
core pounders. Nagano is set up just like 
IT&?F with multiple players competing for 
the Gold from a variety of different coun¬ 
tries — each event having a qualifying round 
before you can compete for the medals. 

As with any type of sporting event, 
player control is the paramount issue. In 
Olympic-type games, it’s pretty straight for¬ 
ward; mash the buttons as fast as you can 
and hope for the best. Nagano does a good 
job of mixing up the required skills. My one 
complaint, however is the button combi¬ 
nations. In the track and field game, the 
button combinations work very well, but in 
Nagano, regardless of the setup, they just 
don’t seem to work smoothly. The skiing 
events are a little tricky as well. It’s pret¬ 
ty much your standard left and right on 
the D-pad but, if you’re not positioned cor¬ 


and Snow Boarding events are more skill rectly, you will find yourself disqualified as 
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yourself moving on to other events that 
you can master more easily. Before I move 
on, I want to talk about the Curling event. 
The one word that comes to mind is, why? 
It’s not like Konami needed one more event 
to make the game complete; and, if they 
did, I can think of better options 
than Curling to fill out the 
dance card. These aren’t major 
complaints, just minor annoy¬ 
ances that get in the way of the 
overall fun factor. 

Graphically, Nagano is on 
par with most third generation 
PlayStation titles. There is a bit 
of pop-up in the faster events 
and. it moves a little slower than 
I’d like, but the overall package 
is pretty solid. The athletes are 
very well-drawn and have 
numerous frames of animation 
in each event. You get a decent 
sense of speed in each event 
(except Curling), although you 
only get one camera angle to 
view it. Additionally, the sound effects work 
very well, from the standard “swishes” 
of the skis, to the wind howling in your 
ears, to the crowd cheering as you fly down 
from the mountain in the downhill — the 
sound is a positive contribution to every 
element of the gameplay. 

As with International Track and Field, 
Nagano stands up as a solid one player 


game, but shines as a multi-player affair. 
Each event takes on new meaning when 
competing with someone in the same room 
who’s susceptible to the same human frail¬ 
ties. I like the emphasis on the skiing events 
and the inclusion of the bobsled and luge, 



but the number of speed skating events 
(four) perplexes me. The winter games are 
full of interesting events, why four of thir¬ 
teen needed to be speedskating, I’ll never 
know. Ultimately, however, Nagano contains 
the same addictive gameplay elements as 
Konami’s first effort but, due to some con¬ 
trol and selection issues, doesn’t bring home 
the Gold. 
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As with International Track and Field, Nagano stands up as a 
solid one player game, but shines as a multi-player affair. Each 
event takes on new meaning when competing with someone 
in the same room who's susceptible to the same human frail¬ 
ties* l like the emphasis on the skiing events and the inclusion 
of the bobsled and luge, but the number of speed skating events 
(four) perplexes me* The winter games are full of interesting 
events, why four of thirteen needed to be speedskating, Ell never 
know- Ultimately, however, Nagano contains the same addic¬ 
tive gameplay elements as Konami's first effort but, due to some 
control and selection issues, doesn't bring home the Gold, 
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It 1 s certainly been a long time coming, 
but Duke Nukem has final ly found his way 
over to the PlayStation, courtesy of 3D 
Realms, Aardark Software and GT Interactive. 
If you've played the PC version of Duke 
Nukem 3D before, (there are also newly 
released Saturn and N64 versions) than you 
should know what to expect from the PS ver¬ 
sion, as it's pretty much a straight port — 
with a few extra goodies thrown in for good 
measure. If you haven't played Duke Nukem 
before, and you're the type of person who 
gets easily offended by off-color remarks, 
erotically suggestive content and gratuitous 
violence then, perhaps you should look else¬ 
where. 

Before we get into the meat and pota¬ 
toes of the review, allow me to give a little 
background for those who are new to the 
gaming scene or don't have a PC sitting on 
their desks at home or in the office: Duke 
Nukem 3D was, and is, the sequel to two 
other PC Duke Nukem games that were strict¬ 
ly ZD side-scrolling shooters which were 
developed by a company called Apogee, more 
than a few years back. The third Duke 
brought the character into marvelous 3D, 
(taking a page from id Sofware) as a Doom- 
style shooter. What was special about Duke 
3D, when it first came out for the PC, was 
its unique level design and weaponry and, 
more importantly, its over-the-top original¬ 
ity and raunchy humor — Mr. Nukem con¬ 
tinually shoots off one-liners as he blasts his 
way through a variety of alien-infested lev¬ 
els. "I'm here to kick ass and chew bubble 




gum... and I'm fresh out of gum", "I don't 
have time to play with myself" and "Nobody 
steals our chicks and lives" are just a few 
of the fresh and inviting comments that he'll 
say at any given time. 

The story, which is always secondary in 
these types of games, finds Duke return¬ 
ing to an Earth that 1 s been overrun by aliens 
who have encased the entire chick popula¬ 
tion (as in babes, not chickens) in slimy green 
cocoons. That gets Duke's testosterone boil¬ 
ing and he takes it upon himself to eradicate 
the problem at its source. The game plays 
like most corridor shooters: collect the ammo 
and weapons, shoot all of the bad guys, find 
the keys to the lock doors, uncover all of the 
secret areas, get to the exit, then move on 
to the next level... mindless, but fun. 

So, what's special about the PlayStation 
Duke, over and above the various other ports? 
Well, for starters, Duke Nukem: Total 
Meltdown (that's the name for the 
PlayStation version), like the Saturn, has 
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Uevably smooth and fast 3D corridor shoot¬ 
ers. 

In terms of gameplay, if you like this 
kind of game, there 1 s plenty here to play. 
The four episodes encompass 34 levels and 
they 1 re not quickly beaten either. There are 
a ton of inventive weapons, lots of different 
items and power-ups, and plenty of things 
to do. Duke not only shoots, but he can look 
up and down, jump, crawl, swim and use 


various items like a jet-pack, night vision 



been left uncensored. This means the sug¬ 
gestive movies in the adult bookstore and 
movie theater are here, as well as the tas¬ 
sel-wearing dancers in the strip club — hubba 
hubba. The PS version also has a variety of 
new secret levels, a fourth episode titled 
" Plug and Pray 11 , re-rendered enemies and 
graphics, analog pad support, multi-player 
Dukematch modes via the link-cable, and a 
CD soundtrack. What’s not so 
special about the PS version is 
that it looks like the PC version 
—the low-res, 240 x 480 PC ver¬ 
sion at that. All of the game's 
enemies are a mess of blocky 
pixels, especially when they get 
up close and personal and the 
frame rate drops and acceler¬ 
ates erratically, depending how 
many enemies or objects are on¬ 
screen at once. There are a few 
graphical options that allow you 
to mess with the frame rate, 
such as turning on and off the 
filtering which softens or sharp¬ 
ens the picture and the ability 
to turn the frame sync on and 
off but, they really don't help 


goggles, and a decoy holo-duke. This is def¬ 
initely one-up over the rest of the PlayStation 
first-person shooters that are currently avail¬ 
able. 

In the end, whether or not you'll like 
the PlayStation version of Duke Nukem 
depends on how high you set your standards. 
It's an adequate port of the PC version that 
is lacking in a few key areas such as the 





the problem that much. Wow that the 
PlayStation is on its third generation of 
games, this kind of poor graphic quality is 
almost unacceptable. Why not put in the 
extra effort and start the game from scratch 
with a better graphic engine? I know its pos¬ 
sible; just look at games like Fox’s Alien 
Trilogy, Universal's Disruptor and Playmates' 
Powerslave — the PlayStation can do unbe- 


aforementioned quality of the graphics and 
the sometimes hideously slow frame rate 
(which, in my opinion, really affects the 
gameplay). If, on the other hand, you're a 
big Duke fan, or have a passion for 3D cor¬ 
ridor shooters, Duke Wukem: Total Meltdown 
has plenty to offer. For me, it ends up being 
just a poor port and, consequently, an aver¬ 
age game. 


Greg 


in the end, whether or not you'll like the PlayStation ver¬ 
sion of Duke Nukem depends on how high you set your stan¬ 
dards* it's an adequate port of the PC version that is tacking 
in a few key areas such as the aforementioned quality of the 
graphics and the sometimes hideously slow frame rate (which, 
in my opinion, really affects the gameplay)* If, on the other 
hand, you r re a big Duke fan, or have a passion for 3D cor¬ 
ridor shooters, Duke Nukem; Total Meltdown has plenty to 
offer* For me, it ends up being just a poor port and, conse¬ 
quently, an average game* 
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PUBLISHED BY THQ — DEVELOPED BY INLAND PRODUCTIONS 


In 1997's battle royal between 
Activision 1 s Power Move Pro Wrestling 
and THQ's WCW Vs. the World, WGW 
was the overwhelming winner; 
Activision 1 s title sold so poorly by com¬ 
parison that they declined to release 
the once-planned Power Move 2 (the 
Japanese equivalent of which has been 
out for quite a while). WCW Nitro there¬ 
fore has the ring to itself. But THQ has 
taken somewhat of a gamble; instead 
of calling again upon Japanese devel¬ 
oper Asmik, the creator of World, 
they've hired American developer Inland 
Productions, a newbie to the wrestling 
ring. The result is a much more arcade- 
oriented game than Asmik's semi-strate- 
gic affairs, which you may or may not 
dig. 

The three modes of play are Title 
Match (one-player win-the-belt mode), 
Vs. (one- or two-player) and Exhibition 
(also one- or two-player). There are also 
tag-team matches for multi-wrestler 
madness. Each wrestler has over 30 
moves, including a couple of taunts and 
three signature maneuvers. The char¬ 
acters look a bit too much like midget 
wrestlers, though; the proportions of 
their top-heavy bodies just aren't quite 
right. THQ filmed each of the first 16 
(more on the other 48 later) wrestlers 
"ranting" in front of a blue-screen to 
aid in choosing someone matching your 
personality type. 

WCW Nitro doesn't have the " spir- 




Stajjt Game 
Options 


HOGAN 
DESTROYS 
LEX LUGER 


it meter" of World, instead using a sin¬ 
gle energy bar that slowly regenerates 
during the match. The overall gameplay 
speed is considerably faster than World, 
and with much less of the back-and- 
forth nature of World (and of real 
wrestling). Moves are pulled off with 
Tekken-style button/control pad com¬ 
bos. Eor example, a basic suplex is ®, 
®; a Back Breaker is ®, ®. A few 
moves are limited to smaller or larger 
wrestlers (don't look for sub-6 1 guys to 
pull off Choke Slams), but most maneu¬ 
vers can be done by anyone. When you 
consider that there' s really no grap¬ 
pling at all, and that a character down 
to his last sliver of energy can still pull 
off his strongest moves, you quickly 
realize Nitro is just a fighting game with 
wrestling characters, and not a true 
wrestling game. 

The controls are good, but not great. 
Sometimes, it can be a royal pain in the 
booty just to try and pin a guy; if he 1 s 
close to the ropes, you often roll out 
of the ring instead of failing on your 
flattened foe. (There aren't any rope 
breaks in Nitro, yet another example 
of its fighting-game-in-wrestler' s-uni- 
tard status.) And there are times when 
attempting one move executes another 
because of uncomfortably similar but¬ 
ton sequences. This is sure to frustrate 
fighting-game fans used to absolute and 
precise control of their moves. 

One feature that's funny at first, 
but annoying as hell after a while, are 
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The graphics are a mixed hag of 
pixels. The texture-mapped wrestlers 
are fine, but don 1 1 animate very smooth¬ 
ly, and have the aforementioned 
" midget" look. The area around the 
ring is amusingly paper-flat; three- 
dimensional crowds are definitely some¬ 
thing for the next generation of 
PlayStation wrestling games to work 
on. There are dozens of arenas, includ¬ 
ing themed ones (for various WCW 





If you think the previous WCW gomes were too 
stow, WCW Nitro is like a shot of pure NBA Jam- 
style adrenaline. If you prefer your wrestling 
gomes with a strategic and serious element — 
and I admit I'm in that crowd — WCW Nitro wont 
float your boot. The choke is yours, my son 
(or daughter). 
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“Surprise Attacks." If a guy is being events) and bizarre hidden ones. The 
soundly whipped, his closest buddy "music" is fuzzbox guitar rock, for- 
(manager, tag-team partner, whoev- saking melody to wallow in headbang- 
er) will run into the ring to double-team ing power chords. (I must also give 
you. You 1 re laughing hysterically when kudos to Inland for using the opening 
this first happens, maybe even gloat- riff of the KISS classic “Unholy" in their 
ing about your skills. Then you realize, vanity logo sequence.) The announcers' 
hey, I have no energy left and I'm about and wrestlers 1 sound bites are sparse, 
to be pinned. Surprise Attacks basi- but cleanly digitized, 
cally punish you for being 
a great player, and a lamer wmirnmi 
feature I cannot think of. 

(Inland very, VERY wisely I sup? 
allows you to turn it off at I 

K1M B 

the option screen.) 

You start the game with 
16 characters, hut can I 
eventually open up an I 1 
Insane total of 64 charac- I . 
ters by playing through the 11 
tournament mode with each 
of the original 16, then with 
the next wave of 16 hidden j - 

guys, and so forth, (The 
original 16 have to win 10! 
matches to win the tour¬ 
nament; the first wave of J 
secret characters only has - 
to win five; and the third wave only has 
to win three.) Among the secret dudes 
are managers, female wrestlers, ghosts, 
clowns and even Picard-lookalike 
announcer Mean Gene Okerlund. (It 
sucks that, despite the tag-team excite¬ 
ment, you're limited to only two play¬ 
ers at once in Nitro, with no Multi Tap 
support.) 
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Vi 


STING end MACHO MAN 
HAMMER 

SCOTT If ALL end NASH:' 


If you think the previous WCW 
games were too slow, WCW Nitro is like 
a shot of pure NBA Jam-style adrena¬ 
line. If you prefer your wrestling games 
with a strategic and serious element — 
and I admit I'm in that crowd — WCW 
Nitro won't float your boat. The choice 
is yours, my son (or daughter). 
























































































Wait for it to swing it you. then hop hack 
ward as it swings awav and do a running jump. 


\ ou start the level in front of a swinging crate 
not something you see a whole lot in every¬ 
day life. I he swinging crate will do you bru 
taJ damage if vou blunder into it. 


Turn left and walk around the crate. Stand on 
the edge with the crate behind vou* 


:*H| 

ggjwaSS 

rdSLfJtaj**. 


Drop into the water, climb onto the ledge and 
take his automatic pistol ammo. 


Crab the white ledge and pull yourself up. 1 urn around and shoot the pesky dude on the 


Return to the cool water and swim left to the 
ladder in the corner. 


Chmb up until the ladder shifts to the right. 
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EXAMINE 


Walk left and climb up the ladder to a dark 
hallway. 


Use the Ornate Key at the end to unlock the 
door. 


Climb up and shatter the glass, then WALK 
carefully through the room so as not to open 
one or mote major arteries on the sharp blades. 


Run along the hallway to a ladder. Don't climb 
the wall, as you just slide back into the pre¬ 
vious area. 


Live in the now, my friend 
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Climb up the ladder to f ind } 
looking a very big room with v 
stretching across the top. 


j if you find yourself coming i 
ledge—they won t collapse unt 


Turn around and hop baclcw 
grabbing it and pulling yo 
up. This devrous little actio 


Jump onto the dome from 
ners; these are the easiest 
jump up to and land withoi 


Pull yourself up and pat yourself on the back 
for surviving that little sequence. (Or at least 
try not to throw the controller when you screw 


to the dome when youve put them all to sleep, 


Search the two soldiers for a Large Medi Pack 
and Automatic Pistol Clips, 


Patrol the other side of the dome and shoot 
two more soldier boys; these ones are bet¬ 
ter armed, so shotgun blasts are recommended. 
Pick up the Small Medi Pack and Shotgun 
Shells they leave behind after kicking the 
bucket. 


Drop into the dark hole (light a Flare if you 
want, wussy) and press the button to open a 
trap door on one side of the dome. 


ny one of the cor- 
spots for you to 
{sliding back off. 


Run to the corner nearest the swinging crate, 
do a running diagonal jump to the right of 
the crate just as it swings toward you. 


A grum bly guard comes out to 
who disturbed his coffee break. 






■ on 





KuKi 




rts 

jmT3 ll 



Bjjl 

m 



, 1 ; 


7 » 

l- r 1 





















EXAMINE 


A soldier and his dog bust out of the doors, and their intentions are purely homi¬ 
cidal. Well, we re not exactly on a peace mission ourselves, so greet them the 
best way you know how: a big hug and a fusillade of bullets. 


There's a closed door and nothing else, so 


Hop backward, grab the ledge, and drop to 
the next floor. 


downward until you hear 


Walk back up the tunnel and do a standing 
jump onto the ladder. Grab it and climb up 

nntn tkp rlnnr vnir rfimf rlntprf 


Climb left and drop into the doorway, then 
drop into the mam chamber of the Opera 


to the side of the tunnel with the button. 


Do a running jump across the hole and into 
the dark cove. 


Return to the main room and run to the 
site side. 
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Look down and assassinate the 
tk soldier, giggling softly at) 
fighting tactics. 


Swim across the water to the 
o sand. 


:iilar sold 


Do a running jump and gi 




























EXAMINE 


Return to the trap door and go down the right-hand path, following it to an above 

water room. 


Jump, grab and climb onto the ledge above 
you. 


the door you jtm opened. That's 
some serious puzzle synergy', d 
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then return to the elevator on: 
of the Opera House, Insert t 
into the broken panel. 


Throw the switch to make tl 
and drop into the water in tl 


then swim up through the g 
lungs not a moment too si 
pair of lungs they are, he wj 
smart-alecky requirement c 
ing mention of Lara's shap 


te and refill your 
on. (And quite a 
tes. fulfilling his 
at least one pass 


Climb out of the water and shoot the rat 
(which is perhaps the only thing in this game 
you can kill without any pangs of guilt). 


Turn around* walk to the edge, and do a stand 
ing jump to grab and climb the next ledge. 


I urn around and do another standing jump 
and grab. Shoot the soldier and the two rats 
in this area. 





























EXAMINE 


ato i: 




Climb onto the crate and shoot through the 
windows! sending thousands of glittering glass 
fragments in all directions, and creating a da?' 
zling explosion of light and sound. 


Pull it out and push the button behind it to open the door. 


Push the second crate that's nestled in the 
darkness on top of the first one by pulling 
it away from the wall once, then shoving it 
forward. 


um 




forward and shi 
e difference, 


Return down to the lower ledge and walk mto 
the area with the crate. 


Now push the crate out into the room, posi 
tioning it underneath the middle window. 
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Drop onto the stump step next 
crates, pimp straight up and grat 


Turn left and do a standing j 
soldier (unless you already kiJ 
ammo as your own. 


Go to the pand board betw 
es and use the Circuit Bo 


Walk through the door 
with a maze of crates - a 
soldiers and a dog. You c 
outside, or jump onto or 
shoot them with the hci; 
choice is yours, 0 Mighi 


Give the soldier a two finger salute (your trig: 
?er f inkers, si )M 


Jump through the doors and mio the entrance 
corridor you were in rum h earlier. If you did¬ 
n't trigger flic boulders before. you trigger 
lhem now, so dodge cm. 


inp. Grati the ledge and climb up. then blast the 
ed hmi earlier on) and claim his Automatic Ihstol 


(Timh up hack into the < )pcra 1 louse. Run forward and use the Ornate Key 
iti the lock to open the doors. 


Walk up ilie tunnel arid pusf i the hmi on, then 
climb up the ladder. 


’t l> 1 L . / r I ryl 

Return to the tumid and dimh through the 
doors, then drop lo ihe flour and cross the 
wafer. (Notice (lie evil rha! is now marking 
the stage backdrop.) 


WjrZTTT***' s 

Throw the right-hand switc h to open a lud 
den door on the opera stage. 


nlo a room filled 
ud tilled with two 
h try to lure them 
e ol the crates and 
lit advantage- The 


When the harks and grunts have been silent ed 
by your sharp shooting, walk into the corner 
with the moving crate (ii has a symbol on it 
and is slightly brighter than the rest). 


climb over it and throw the switch oji 
other side. 
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EXAMINE • Page 81 


Then it's just a short stroll across a walk¬ 
way and into the cargo hold of a propeller 
plane. Yes!! You've completed one of the 
most epic levels in the game (and we re only 
a fourth of the way through). 


Run into the opposite corner and through the metal door. 


There's one final soldier on the floor, so if 
you drop off the crates, you’ll have to fight 
him. (All he gives up is an Uzi Clip.) 


Walt outside onto ihe ledge and go right 
along the balcony to a new room. Drop into 
it. (1 here s a holt: in the floor here which 
leads to a hx fced door don't hot her going 
down into it.) 


is room is 


fftcu anoiher 10 the crates next to the 
mg one. 
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The PS Extreme Historical Ranking Chart 


E XCAVATE is tiie section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for 
those older games that you might have missed (or wish you had). 


Final Fantasy VII 


Crash Bandicoot 2 


Tomb Raider 2 


Resident Evil: Director’s Cut 


Moto Racer 


NFL GameDay 98 


September 1997 


December 1997 


December 1997 


November 1997 


December 1997 


October 1997 


99% 


99% 


98% 


98% 


98% 


98% 


SjSfjEfaji 

.....« 
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NBA Uve 98 

December 1997 

96% 

NCAA Gamebreaker98 

January 1998 

96% 

Grand Tour Racing '98 

October 1997 

96% 

Critical Depth 

January 1998 

96% 

Croc: Legend of the Gobbos 

October 1997 

95% 

NHL Face-Off 98 

November 1997 

95% 

Treasures of the Deep 

October 1997 

94% 

MDK 

December 1997 

94% 

Colony Wars 

December 1997 

94% 

Jet Moto 2 

December 1997 

94% 

Hercules 

September 1997 

93% 

Raystorm 

September 1997 

93% 

Time Crisis 

October 1997 

93% 

Street Fighter EX+nt 

November 1997 

93% 

G-Pol ice 

November 1997 

93% 

Fighting Force 

December 1997 

92% 

Armored Core 

December 1997 

92% 

Ace Combat 2 

August 1997 

92% 

Steel Reign 

November 1997 

92% 

Nightmare Creatures 

December 1997 

92% 

MLB 98 

September 1997 

91% 

Machine Hunter 

August 1997 

91% 

NHL Breakaway 98 

November 1997 

91% 

Parappa the Rapper 

August 1997 

90% 

Ogre Battle 

September 1997 

90% 

Castlevania: Symphony of the Night 

November 1997 

90% 

Pandemonium 2 

November 1997 

90% 

FI Championship Edition 

December 1997 

90% 

Test Drive 4 

December 1997 

90% 

Felony 11-79 

October 1997 

90% 

j 



Final Fantasy Tactics 

January 1998 

89% 

Excalibur2555 A.D. 

August 1997 

89% 

Clock Tower 

October 1997 

88% 

NBA Fastbreak 

January 1998 

88% 

Shadow Master 

January 1998 

87% 

Cart World Series 

December 1997 

87% 

Shipwreckers 

December 1997 

87% 


WHAT DO 

ALL TH< 


Red Asphalt 


Arcades Greatest Hits: Midway Colled ion 2 January 1998 




December 1997 


Rampage World Tour 


Maximum Force 


December 1997 


November 1997 


87% 


86 % 


86% 


86 % 


Marvel Super Heroes 

November 1997 

86% 

NHL 98 j 

November 1997 

85% 

Ghost in the Shell 

November 1997 

85% 

Dynasty Warriors 

August 1997 

85% 

Warcraft!! 

September 1997 

85% 

PGA Tour 98 

November 1997 

85% 

Nascar 98 

November 1997 

85% 

VS. 

December 1997 I 

84% 

Intelligent Qube 

January 1998 

83% 

Madden NFL 98 

October 1997 

83% 

Bravo Air Race 

September 1997 

83% 

Bushido Blade 

October 1997 

83% 

The Lost World 

November 1997 

83% 

Monster Rancher 

January 1998 

82% 

Frogger 

January 1998 

82% 

Masters of Teras Kasi 

January 1998 

82% 

Cool Boarders 2 

December 1997 

82% 

NCAA Football 98 

October 1997 

82% 

Mass Destruction 

December 1997 

82% 

Porsche Challenge 

October 1997 

81% 

NBA Hangtime 

August 1997 

81% 

Poy Poy 

August 1997 

81% 

Bottom of the 9th 97 

November 1997 

81% 

Tecmo Stackers 

November 1997 

80% 

Abe's Oddysee 

November 1997 

80% 

Point Blank 

January 1998 

80% 

BRONZE GAMES 

ISSUE 

RATING 

Lethal Enforcers 1 & II 

August 1997 

79% 

Powerptay 98 

September 1997 

79% 

Mega Man X4 

November 1997 

78% 

Jimmy Johnson Football 

November 1997 

77% 

Tennis Arena 

December 1997 

77% 

Battlesport 

September 1997 

75% 

The Need for Speed: V-Rally 

December 1997 

74% 

Discworid II 

October 1997 

73% 

Courier Crisis 

December 1997 

71% 

TIN GAMES 

ISSUE 

RATING 

Golden Nugget 

November 1997 

68% 

Spawn 

January 1998 

68% 

Bug Riders 

January 1998 

67% 

Caesar's Palace 

December 1997 

64% 

Punky Skunk 

January 1998 

40% 


98 - 100 % 

The ultimate gaming 
experience. 



90 - 97 % 

"Must buy” games; each 
carries our editor's seal of 
approval. 



80 - 89 % 

Good games, but lacking 
in some area; for fans of 
that style of game. 



70 - 79 % 

Mediocre titles that 
suffer from some serious 
flaws. Rent — don’t buy. 



0 - 69 % 

Tin games are to be avoided 
at all costs. Only die-hard 
gamers would buy these. 












































































































































Official Strategy 


*510.00 Price valid for PS Extreme subscribers only. All others pay full retail price of $14.95, 
plus shipping & handling charges. Specify SFA, Star Gladiator, Crash Bandicoot2, Tomb 
Raider, Tomb Raider 2, Soul Blade or Pandemonium. Inside the U,S. s add S3.75 for shipping 
(add $1 each additional guide). Canada £ Mexico add $4.50 for shipping and handling, 
Foreign orders call for pricing. 



Wild Arms ©1997 Sony Computer Entertainment Inc. SoulBlade lH ©1997 Namco, Ltd All rights reserved. Tomb Raider and Tomb Raider 2 are registered trademarks of Eidos interactive. All rights reserved. "Crash Bandicoot’, “Crash Bandicoot 2: 
Cortex Strikes Back' 1 and the Crash Bandicoot logos are trademarks and copyrighted properties of Universal Interactive Studios, Inc. Source code © 1996 Naughty Dog, Inc. The Sony Computer Entertainment logo is a trademark of Sony 
Corporation. Resident Evil ©1997 Capcom, Co. Ltd. Slasto™ ©1997 Sony Computer Entertainment Inc. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment, Inc. 





Official Strategy uuide when y on subscribe to PSExtreme far 
$21.95*/ That's a &S% savings/ fiatta have that/ 

To order by mail, send a check or money order made payable to: 

Dimension Publishing *1175 Chess Drive, Suite E, Foster City, CA 94404 

‘Add $3.75 for shipping £ handling on the free Crash 2 strategy guide. Mexican and Canadian orders S44.95 for subscriptions plus $4*75 shipping 
£ handling. (U.S* Funds). Foreign orders call for pricing. Allow 3*10 weeks for delivery* CA residents add £.25% sales tax to strategy guide orders. 


Oi ler valid while supplies Iasi RS£xirMfW is a IrMkmanwr 4)1 Dimension Publishing. Me "Crash BfuntoOt' and Hie Crash Bandicwl kxpu aie HadernaiKs and copyrighted properties at UnivdJSal interactive 
Scuttos, inc Sourct CcsloKi i§96 Naughty Ockj . \m PtaySiaiton and ir*e PiayStalion togos are trademarks of Sony Computer Entertainment tnc. 
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Acclaim.. 

. ..15 

Accolade. 


Capcom... 

.4,5 

CyherActive Publishing..8? 

EIDOS mn 

_12,15,20,21 

Midway.. 

..11 

Sony. 

..2,3,16,17,25,26,28,29 
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PSEXTREME IS PUBLISHED MONTHLY. SUBSCRIPTIONS ARE $21,95 A YEAR FROM DIMENSION PUBLISHING, INC. 1175 CHESS DRIVE, SUITE E, FOSTER CITY, CA 94404* APPLICATION TO MAIL AT PERIODICAL RATES PENDING AT SAN MATEO, 
CA AND ADDITIONAL MAILING OFFICES* POSTMASTER: SEND ADDRESS CHANGES TO PSEXTREME, 1175 CHESS DRIVE, SUITE E, FOSTER CITY, CA 94404. NEWSSTAND DISTRIBUTION IS HANDLED THROUGH CURTIS CIRCULATION SERVICES. 
FOR CUSTOMER SERVICE, WRITE: PSEXTREME CUSTOMER SERVICE DEPARTMENT, 1175 CHESS DRIVE, SUITE E, FOSTER CITY, CA 94404. ALL EDITORIAL PRODUCT INFORMATION SHOULD BE ADDRESSED TO SAME. UNSOLICITED 
MANUSCRIPTS CANNOT BE RETURNED OR ACKNOWLEDGED, ENTIRE CONTENTS COPYRIGHT© 1997, DIMENSION PUBLISHING, INC, ALL RIGHTS RESERVED. REPRODUCTION IN WHOLE OR IN PART WITHOUT PERMISSION IS PROHIBITED. 


"PSEXTREME” IS A TRADE NAME OF DIMENSION PUBLISHING JNC. PRODUCTS IN THESE PAGES ARE TRADE NAMES OR TRADEMARKS OF THEIR RESPECTIVE COMPANIES. DIMENSION PUBLISHING* INC. AND PSEXTREME MAGAZINE 
ARE NOT AFFILIATED WITH SONY COMPUTER ENTERTAINMENT OF AMERICA OR THE COMPANIES OR PRODUCTS CONTAINED HEREIN. 'PLAYSTATION” AND “PSX” ARE TRADEMARKS OF SONY COMPUTER ENTERTAINMENT, INC* PRINTED 
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Reversals 


Overhead grabs 


Combination moves 


You figure it out ! 
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Dead or Alive 1 "" 11 ©1996 Tecma Inc, TECMO’ 5 is o registered trademark of Tec mo, Inc, Licensed by Sony Computer 
Entertainment America For use with the PlayStation gome console, PloyStotion and the PFaySlolion logos ore Iradorr 
of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association 

for additionol rating information coll 1 800 771-3772. TECMO 19260 $, Van Noss Ave PJ Torrance CA 90501 
Phone (310} 767 2900 Fa* (310] 787-3131 visit Tecmo aiwww.tecmo.co.jp 
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goal is to preserve classic video game m 

they are not lost permanently 


game magazines so that 





Please visit us a! www.retromags.com 
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